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Entry 00L: Whistling Spider 


This morph was recovered from an abandoned exhuman brinker hab and dubbed "the 
whistling spider”. Grip pads, ball-jointed limbs and vacuum sealing indicate that it was 
designed to live in space, yet the echolocation requires an atmosphere. In a vacuum, the 
spider would be forced to feel its way with its longest arms. 


The broad form is similar to arachnids, specifically of the order Amblypygi. It has ten limbs 
in total: two pairs of arms and three pairs of legs. Compared to a typical spider the front 
most pair of legs have been turned to long, strong grasping arms, and the pedipalps to 
shorter and weaker but more dexterous arms. Ball joints maximize flexibility despite the 
rigid exoskeleton. Additionally, it is symmetrical along two axes. Left and right are mirrored 
like most animals, but top and bottom are also symmetrical: all of its limbs are centered 
along the equator and capable of 360 degree rotation. 


The face reveals one of the most intriguing design choices. The morph has no eyes, but four 
flared, furry-bottomed craters in the exoskeleton act as excellent ears. The mouth, in the 
center of the face, is capable of echolocation pulses and complex whistling, but not speech. It 
is assumed the original designer had, or intended to make, a whistling based language. 


The arachnoid appearance is only exoskeleton deep, however. The morph is built entirely 
on human genes and tissues; the exoskeleton is keratin, reinforced with a lattice of cartilage. 
Internally, the basic layout of human physiology is maintained, with major organs in 
approximately the same relative positions as a human body. 


Mechanics 
Whistling Spiders are biomorphs. 


Enhancements: Basic Biomods, Basic Mesh Inserts, Echolocation, Enhanced Hearing, 
Carapace Armor, Grip Pads, Vacuum Sealing 

Aptitude Maximum: 30 

Durability: 40 

Wound Threshold: 8 

Advantages: 4 arms, 6 legs, Carapace Armor (11/11), +5 COO, +5 REF, +10 Freefall, +10 
Freerunning 

Disadvantages: Blind 

CP Cost: 25 

Credit Cost: Expensive (25,000+) 


Entry 002: Third hemisphere 


Hemispherectomies reveal the surprising degree of independence to which each 
hemisphere of the brain is capable, as well as the ability of the brain to rewire itself when 
necessary. Split-brain patients reveal the nature of the mind as separate processes acting in 
concert. 


Cognite researchers believed that, if given sufficient time and careful training, new agents 
can be folded seamlessly into transhuman minds. A human brain could be augmented with a 
third hemisphere, a sub-sentient AI, adding new modes of thought to the transhuman 
mental arsenal. 


Physically, the third hemisphere is a cyberbrain peripheral, designed to connect through the 
simulated corpus collosum. Mentally, the AI is designed to mesh with a human mind and 
seek synchronicity, but simultaneously provide access to modes of thought difficult for the 
natural brain. Typically the AI is designed to provide Bayesian analyses, game theory 
analyses, formal logic, and various higher-level mathematics. 


With proper psychosurgical adjustments and training, the brain and new hemisphere will 
grow into each other, becoming so smoothly intertwined as to become indistinguishable; 
they form one mind, just as the two hemispheres of a natural brain form one mind. At first, 
the brain will have no way to interpret the signals of the new hemisphere. Plasticity, 
training and psychosurgery, however, given time, allow the brain to begin to understand 
and incorporate the new source of information. After a decade of use, the union is total. 


Mechanics 
A third hemisphere could be handled in several ways. 


An [Expensive] augmentation granting +5 COG and the anamolous mind trait. 


The equivalent of skillware, [Expensive], but granting 100 points of unchangeable 
knowledge skills. 


Last, a third hemisphere could be used as fluff, but with no crunch. What does it actually 
mean to have a COG of 30? A Third Hemisphere provides part of an answer (I will be posting 
more ideas in the future that I hope provide some substance to transhuman intellects). 


Entry 005: All-Thing 


Among the societies of the Autonomist Alliance there can be found virtually every type of 
government or non-government conceivable. Some succeed, many fail, but the grand parade 
of social theories, experiments and designs always continues. The information and 
communication technologies of transhumanity make many new forms possible, and many 
old forms can be improved. 


The citizens of the small Bernal sphere named Leer Fluss are governed by the All-Thing. 


The All-Thing is a re-imagining of the things (governing assembly) of Germanic tradition, a 
meeting of every citizen to decide all matters of law and policy that is always in session. It is 
overseen by Lawspeaker, a purpose built AI with no interests but to ensure smooth 
procedure and cite relevant precedence. 


In order for the All-Thing to always be in session, every citizen provides an alpha-fork of 
themselves as a representative. The regular forking and merging makes cyberbrains a 
requirement; forking with biological brains simply takes too long. If a session runs longer 
than three hours, there will be a recess during which merging and reforking can be done; 
this minimizes the risks of divergence and failed merges. Representatives merge with their 
originals and then re-fork after every decision, ensuring that the forks represent their 
originals accurately, and that the originals have full memory of deliberations and decisions 
and are kept up-to-date. 


As Leer Fluss has slowly grown, the All-Thing has become more and more cumbersome. The 
simulspace meeting-hall can simply be expanded, but regular procedure has become slow. 
Some have proposed the creation of smaller things, each with jurisdiction over its members, 
with the All-Thing reserved for habitat-wide issues only. Anarchist-leaning citizens, 
however, object to the creation of a federal hierarchy, and threaten to leave if this is 
implemented. Some, with gleeful irony, have noted in return that an exodus of Anarchists 
would in fact alleviate the population problems necessitating the new structure. It seems 
conflict is in Leer Fluss' future. 


Entry 004: Compulsion Goad 


Biodrones, animals modified to be “ridden” and directly controlled by their handlers, have 
two primary disadvantages: they disturb or traumatize the animal and they waste whatever 
natural instincts and training the puppeteer is overriding. The compulsion goad is 
Somatek's answer to these problems. 


Unlike a biodrone, the animal is not teleoperated; the goad prompts actions but the animal's 
instincts and training fill in the specifics. For example, a handler orders the animal to attack 
a target, the goad compels the animal to attack that target, but does not puppet the animal 
or provide detailed “bite here” instructions. 


The compulsion goad gives the animal a strong compulsion to do an action, with a dopamine 
reward when the compulsion is obeyed. Because the impulse and the decision to obey are 
both internal, and nothing of the animals mind must be overruled, there is none of the 
trauma of puppeteering. 


The compulsion goad is most often used in two ways: with a handler, or an overseer. A 
handler is most often paired with one animal, giving simple commands like “attack this man’ 
or “protect me” to support their own actions. A soldier/animal paired are much more 
dangerous than both of them separate. 


) 


An overseer, on the other hand, handles groups of animals. As either a transhuman or an AI, 
the overseer's primary job is to act as a tactician, turning a pack of animals into something 
more. A pack of compulsion goaded guard dogs under the instruction of a tactical AI should 
never be underestimated. 


Mechanics 
A compulsion goad is a cyberware augmentation [Moderate]. 


An overseer AI is as an animal keeper AI, plus squad tactics 60 [High]. 


Entry 005: Terror Birds of Mars 


The now-famous terror birds of Mars began as a 21st century recreation of the extinct 
members of family Phorusrhacidae. All relevant species went extinct 2.5 million years ago 
(at the earliest), so scientists were forced to pull genetic material from similar large birds, 
such as ostriches and cassowaries. The creation is therefore a reconstruction, designed to 
be similar to what is believed to have existed, but not a true resurrection. 


They were apparently intended to be exhibited in a theme park, but after the chaos of the 
Fall the genome ended up in the hands of Fa Jing. Fa Jing primarily uses them as a visible, 
intimidating security measure for many of their martian properties. Recently, they have 
been leasing them to martian rangers, where they became famous when a Fa Jing marketing 
team leaked a short clip of one kicking the head off a wastewalker. 


The terror birds are, above all else, physically imposing. They stand three meters high, of 
which the legs alone are usually 1.5 meters. Standard augmentation replaces their beaks 
and talons with metal prostheses, removes their vestigial wings, and strengthens their 
muscles and bones. In the low gravity of Mars their great strength makes them capable of 
great speed, long jumps and powerful kicks. 


Mechanics 

Terror Bird 

COG 5 COO 15 INT 15 REF 20 SAV 5 SOM 30 WIL 10 
INIT 7 SPD 2 DUR 50 WT 10 DR 75 LUC 20 TT 4 IR 40 


Skills: Fray 40, Freerunning 60, Intimidation 50, Perception 30, Unarmed Combat 40 
Enhancements: Bioweave (Heavy), Compulsion Goad, Cyberclaws, Enhanced Respiration, 
Neurachem (Level 1), Medichines, Muscle Augmentation, Temperature Tolerance, Hardened 
Skeleton 

Movement Rate: 4/50 

Attack: 1d10 + 6 DV, AP -2 

Armor: 3/4 


Entry 006: Berserkergang 


Named for the famous berserk state entered by some old Norse warriors, Berserkergang is 
an augmentation designed to induce a similar state through a powerful cocktail of combat 
drugs. Users become indifferent to pain, will simply ignore even major injuries and push 
their bodies to the breaking point and beyond. 


Transhuman warfare emphasizes intelligence, battlespace control and an effective 
command of information. Sheer violent unpredictability does nonetheless give berserkers a 
role in combat. Direct Action has experimented with unleashing berserkers unsuspecting 
enemies, sowing confusion and fear before a conventional assault. Crime syndicates have 
also made use of berserkgang when performing high-profile assassinations, such as when a 
waiter in an unassuming splicer morph suddenly flipped a table and killed a Night Cartel 
lieutenant, his bodyguards and several bystanders before succumbing to blood-loss. 


Berserkergangs are quite rare. They cost more than some morphs, but the inevitable 
violence of their use means they are often used only once. Smart animals are augmented 
with Berserkergang at least as often as transhumans; the Martian police's brief experiment 
with berserker police baboons still haunt the memories of many. 


Mechanics 
Treat as Neurachem (Level 2), Adrenal Control and Drug Gland (MRDR) [Expensive 
15,000+] 


Entry 007: Bearcats 


Whether as the guard of a hyperelite, the pet of a Biotech executive or an entry in a swarm 
cat race, many transhumans will have encountered bearcats at some point in their lives. 
Bearcats are a Jack-of-all-Trades animal: they are not as good in any one role as other 
options, but they lack many of the weaknesses that come from specialization. 


“Bearcat” is a catch-all term for varieties of transgenics combining the 

families ursidae, felidae and mustelidae. There is no one Bearcat variety: gene-hackers all 
have their own preferred recipes and ratios of material pulled from each family. Some 
emphasize the bulk strength of bears, the graceful movement of cats, or the viciousness of 
weasels. Most varieties nonetheless resemble the binturongs of pre-Fall Earth. 


Large bearcats are popular recipients of berzerkergang augmentations. 


Mechanics 

Bearcat (Small): Drawing most of its genes from smaller cats, wolverines and weasels, this 
variety emphasizes speed, although it possesses an undeniable ferocity in combat. 
[Moderate] 


COG 5 COO 20 INT 15 REF 20 SAV 5 SOM 20 WIL 10 
INIT 8 SPD 2 DUR 30 WT 6 DR 45 LUC 20 TT 4 IR 40 


Skills: Climbing 40, Fray 40, Freerunning 50, Freefall 40, Perception 40, Unarmed Combat 
40 

Enhancements: Claws, Enhanced Smell, Neurachem (Level 1) 

Movement Rate: 4/40 

Attack: 1d10 + 3 DV, AP -1 

Notes: Has the small size trait (Transhuman pg 95) 


Bearcat: Drawing most of its genes from bears and larger cats, this variety emphasizes 
strength, and is well suited for combat. [Expensive] 


COG 5 COO 15 INT 15 REF 15 SAV 5 SOM 30 WIL 10 
INIT 6 SPD 2 DUR 45 WT 9 DR 75 LUC 20 TT 4 IR 40 


Skills: Fray 20, Freerunning 40, Intimidation 40, Perception 30, Unarmed Combat 50 
Enhancements: Bioweave (Heavy), Cyberclaws, Neurachem (Level 1), Medichines, Muscle 
Augmentation 

Movement Rate: 4/30 

Attack: 1d10 + 6 DV, AP -2 

Armor: 3/4 


Entry 008: Frute 


Biomass is one of the most valuable materials in many habitats. Only the hyperelite can 
afford large, regular meals. The working pods and joe biomorph subsist on maker-fare: 
nutrient pastes flavored and 3D printed in imitation of food. When they can afford real food, 
they prefer to maximize their money with tasty but small dishes. Snacks have become the 
new frontier of cuisine. 


The new hit on the food market, from Titanian microcorp Island Genetics, is Frute. Frute are 
miniature fruit, grown in bunches like grapes. Tiny apples, peaches, plums and oranges are 
available now, with bananas and pineapples in the works. Seedless and with minimal skin, 
Frute can be chewed and eaten whole. The plant (a large shrub) matures rapidly, and fruits 
almost every week, providing a steady supply. Frute can be purchased prepackaged, from 
public plants that automatically charge you for what you pick, or grown yourself. They have 
become popular houseplants in wealthier households. 


Entry 009: Eden 


The Extropian art scene requires only that no-one can prove your art has measurably 
harmed them, and that you have a patron to fund you. Extropia contains 10 million of the 
most diverse minds in the solar system; whatever you make, someone will be interested. 


Eden is the latest piece by infamous neo-primate simulspace designer Rough-Hands. The 
simulspace environment simulates a placid garden with no natural dangers; it is itselft 
uninteresting. The provocative aspect of the sim is that two "Virtuals" (egos born into a 
simulspace, unaware of the outside world) inhabit the garden. Named Adam and Eve, they 
live in the equivalent of exalt morphs, with one important modification: heightened 
religiosity. They have developed an intuitive, pantheistic religion, in which everything is 
given meaning or purpose. 


Rough-Hands presented the simulation as a simple dilemma. The virtuals can be expelled 
from the garden, but they are unprepared for the real world and would interperate this as a 
terrible fall from grace. They can be left, happy but essentially ignorant. 

The inclusion of real egos has made this controversial, in a time and place where genuine 
controversy is rare. Rough-Hands has defended himself saying that although they were 
never asked to participate, their continued happines (and they are very happy) is passive 
assent. 


Entry O10: Compound Bow 


In an age of railguns, plasma rifles and disassembler nanoswarms, what possible use can 
there be for a bow? Yet even now, bows have their advantages. 


The sport of archery lives on, primarily among those hyperelite who maintain aristocratic 
affectations. Among more serious competitors, accuracy over distance is now where records 
are sought. On Mars, low gravity and thin atmosphere has made archery especially 
impressive, with archers attempting targets at the limits of their vision. 


A sports bow is therefore legal in many polities with otherwise strict weapons laws. Even a 
combat model is relatively easy to obtain; simpler designs require nothing but carbon. 
Additionally a bow and arrow is virtually silent, and has no muzzle-flash or energy beam to 
give away the shooter. 


A compound bow can be equipped with a smartlink, predicting arcs based upon aim, draw, 
arrow, gravity, atmosphere, and Coriolis force. Special arrows are also available; accushot 
fletching is particularly popular and some scum designers have released blueprints for 
arrows with seeker warheads. A transhuman bow can have, for strong (30 SOM) morphs, 
draw weights of ~225 lbs. A Locus based group of hobbyists have been designing a 1500 lbs. 
bow for use by pneumatic-limbed synths. 


Note, however, the disadvantages. An arrow depends on air resistance for stabilization, 
making them useless in vacuum. The long penetrating wounds inflicted by an arrow 

are unlikely to be lethal unless striking a vital organ. Nine times out of ten, a bow's only real 
advantage is that your enemy will not be expecting it. 


Mechanics 

Compound Bow [Low] DV: 1d10 + 2 + (SOM / 10) DV Average: 7 + (SOM / 10) AP: SOM / 
10 (or as minigrenades) Ranges: Short (SOM / 5) * 10, Medium (SOM / 2) * 10 Long SOM * 
10 Extreme SOM * 20 


Accushot fletching functions as accushot smart ammo. 


Entry Oll: Reduction 


The reduction strain of the exsurgent virus is a bogeyman among infomorph and infolife 
communities. Itis spread entirely digitally, infecting cyberbrains and informorphs; 
biomorphs are immune. The virus slowly streamlines the victims' egos, as if the strain were 
attempting to improve the efficiency of the transhuman mind. In the initial stages, the 
simplification is subtle, going unnoticed unless deliberately sought out by brainscans or 
psychosurgery. By the end, however, the ego is so simplified it can scarcely be considered 
intelligent at all, and will ultimately disappear completely. Perhaps the most frightening 
aspect of the strain is because the victim's self-awareness suffers, they are usually unable to 
determine that anything is wrong, even as they lose their sentience. 


Mechanics 

Stage 1: (Initial infection to two weeks) In the initial stage, the infection remains hidden. 
There are no noticeable changes in behavior, although a brainscan or psychosurgey session 
will reveal anomalies. 


Stage 2: (Two weeks to one month) Stage two is entered when the ego has been reduced 
by 30%. Throughout this stage the victim will be losing the ability to handle complex 
abstractions such as mathematics, and the ability to predict and think in terms of 
hypotheticals. During this stage, the ego should be treated as a beta fork. 


Stage 3: (One month to two months) Stage three is entered when the ego has been 
reduced by 60%. Throughout this stage the victim will lose the ability to handle any 
abstractions or metaphors, to clearly distinguish between themselves and others, and to 
think in terms of basic logic such as cause and effect. The ego's thoughts are entirely 
intuitive and based on what is immediately present. During this stage, the ego should be 
treated as a delta fork. 


At the end of stage 3, 80% or more of the ego has been reduced. The ego is typically 
catatonic, with low, sporadic brain function. If the ego is kept running past this point, it will 
disappear entirely by the three month mark. 


Plot Seed: Cognite researchers have become interested in Reduction, specifically in the first 
stage. The fact that the strain can reduce an ego by almost a third with no apparent effect on 
behavior suggests that the transhuman mind is inherently inefficient. Reproducing the first 
stage could lead to vastly more efficient cyberbrains and informorphs. An insider tips off 
Firewall, and the PCs are sent to investigate the program. 


Entry O12: Famine Worm 


Designer symbiots were one of the most hyped failures of the biotech industry. Tailored 
micro and macro-organisms offered automatic, self-regulating augmentation; a tool that 
could merge with the body's complex systems. Many of these promises even came true. 
When it came to the market, however, biotech companies were simply unable to overcome 
the "squick" factor: their products were too gross for consumers. In the end, they were 
rendered obsolete by medichines and nanotechnology. 


The famine worm was designed as a hedge against starvation, able to provide an opportune 
caloric package in when required. The famine worm was also a genetically engineered 
tapeworm that very few people were willing to host. The worm was first offered to famine 
and starvation-response charities, where it saw some minor successes. The primary market 
was in militaries where potential hosts could simply be ordered to eat the eggs however 
gross it seemed. Famine worms are no longer sold or supported by any company, but the 
freeze-dried eggs remain viable for decades and the genome has become public domain. You 
never no what you might find in some barsoomian supply-cache or old brinker hab. 


Acquiring a worm is simple; just swallow a pill containing the egg. Once hatched, the worm 
anchors itself at the top of the intestinal tract. Like a normal tapeworm, it has a voracious 
appetite, eating from the digestive system of its host. Once it reaches sufficient size, 
however, it stops growing, and eats only enough to sustain itself. A famine worm can remain 
in this low metabolic state for years. If the host (and therefore the worm) ever goes for ~48 
hours without eating any food, the worm dies, and begins a pre-programmed phase of 

rapid disintegration. The denigrated worm is easily taken up by the intestines, providing a 
small but timely burst of calories and nutrients. 


Entry 015: Cheshire 


A cheshire is is different from a house cat in only two ways: it is completely hairless, and its 
skin shifts color like a chameleon. Cheshires are therefore extremely efficient hunters. On 
many habitats, such as Valles-New Shanghai and Extropia, they are prized for their skill in 
reducing pest and vermin populations. On many others, they are banned, for fear of their 
effects on carefully cultivated ecologies. 


The first cheshire was a gift presented to the daughter of a biotech executive. The cat bred 
with other house cats, and it was discovered that someone in the genetic engineering 
department had not done their due diligence: the chameleon skin was heritable. Within the 
decade, cheshires seemed to be everywhere. 


Some Triad members in Valles-New Shanghai have been experimenting with the use of 
trained or goaded cheshires as spies. The cats are everywhere in the city, after all, and by 
their nature are rarely noticed. Pax Familia may have beaten them to the punch, at least 
judging by the spate of Nine Lives members who have been assassinated by venomous cats. 


Mechanics 
As smart cats, plus chameleon skin. 


Notes 
Based on the cheshires from Paolo Bacigalupi's excellent The Windup Girl. 


Entry O12: Medichines Service Pack 4 - Biomineralization 


Service pack 4 for Go-Nin brand medichines (subsequently copied by their rivals and open 
source projects) provided support for enhanced biomineralization. A biomineralization 
upgrade can be used by any morph with carapace armor. The typically keratin or chitin 
based carapace is reinforced with layers of hydroxyapatite. 


The upgrade is purchased as two pieces of software: A patch for your medichines, 
instructing them on how to build and maintain the extra layers, and the blueprint for a 
supplemental mineral pill, providing extra calcium and phosphates. Once your medichines 
are instructed, simply ingest one pill a day for two weeks. After two weeks, you'll find that 
your exoskeleton is tougher than ever before! 


Mechanics 
Upgrades carapace armor to 14/14. [Low] 


Entry O15: Regalia 


Skinthetic's premier entry into the synthmorph market is the Regalia, a collaboration 
between Skinthetic and Titanian microcorp Weft, specialists in textiles. Designed to make 
use of textiles, cloth and fabrics wherever possible. Like the Galatea, it is intended to be 
overcome the preconceptions the elite have towards synths and attract the high-end, social 
market. 


The core of the morph is a thin, robotic skeleton to which the fabrics are attached, 
appearing as if naturally draped. Layers of cloth, woven electronics, sensor mats and smart 
weaves obscure the skeleton, such that the Regalia appears to be a complicated, regal 
costume, worn by nothing. The various layers serve various purposes: the morph might pull 
up an over-sized, photo-voltaic hood to supplement its batteries, unfurl an armored parka 
in combat or shift through sensor mats to shift visible spectrums. The layer of chameleon 
skin can be used to display a face, but some find the faceless and empty appearance of the 
morph gives them a certain edge. 


Mechanics 
Regalia are synthmorphs. 


Enhancements: 360 Degree Vision, Basic Mesh Inserts, Chameleon Skin, Cortical Stack, 
Cyberbrain, Mnemonic Augmentation 

Aptitude Maximum: 30 (SOM 25) 

Durability: 30 

Wound Threshold: 6 

Advantages: +10 SAV, +5 one other aptitude of the players choice, Armor 8/8 

CP Cost: 30 

Credit Cost: Expensive (30,000+) 


Entry 016: Hypothetical Handbook 


The hypothetical handbooks are an open source project based out of Locus. Contributors to 
the project display a distinct post-Fall preparedness mindset, seeking to equip 
transhumanity with the knowledge to solve tomorrow's problems. The handbooks have 
ranged from the practical (HH-103 Combat vs. Plausible TITAN Warmachines) to the 
unlikely (HH-402 Diplomacy with Extant Iktomi) to the simply unusual (HH-224 Principles 
of Martial Arts Utilizing Arbitrary Numbers of Limbs.) 


The hypothetical handbooks, by design seek to advise on problems that do not yet exist, so 
forming that advice reliably is a difficult problem. Sometimes, appropriate instruction can 
be created from first principles, informed by simulation. Other, more sophisticated methods 
have been developed, such as using genetic algorithms to evolve Als to tackle sets of 
relevant semi-random scenarios. Once their success rate is deemed acceptable, the Als 
evolved programming is analyzed and translated into rules and guidelines. 


The handbooks have been of interest to Firewall ever since the project was begun. They 
have fed into a long simmering debate within Firewall about the extent to which operational 
security can or has acted against the interests of transhumanity. Several crows are regular 
contributors. 


Plot Hook: A recently released handbook (HH-646 How to Outwit a Gestalt Mind) has too 
much in common with a recent Firewall operation. The players are asked to investigate the 
possible leak, and must decide whether to maintain Firewall secrets, or allow leaks to 
continue in the hopes of forewarning transhumanity. 


Entry Ol?: Feedback Cortex 


The feedback cortex is the newest cyberbrain peripheral from Cognite, with rumored 
exhuman collaboration. The goal of the cortex was to allow conscious modification of one's 
own ego, a goal that was achieved, albeit with significant downsides. 


The feedback cortex will first make an alpha fork of your ego. Then, you are required to 
perform the desired psychosurgery on the fork. A specialized AI will observe your work, as 
well as before and after ego snapshots and use this information to duplicate the surgery. 


Many bioconservatives have criticized the feedback cortex, arguing that the requirement of 
prior skill in psychosurgy and doubled time-spans makes it preferable only for those who 
cannot go to professional psychosurgeons. Why wouldn't someone be able to go toa 
professional? Either because of the extremeness of their isolation or of the desired 
procedures. Therefore the product can only intended only for exhumans and singularity 
seekers, and should be outlawed. Persistent rumors of exhuman involvement in 
development suggest they may not be wrong. 


Mechanics 
The feedback cortex is cyberware [High] 
The feedback cortex can only be used by cyberbrains or infomorphs. 


The feedback cortex allows an ego to perform psychosurgery on itself. Because the 
psychosurgery must be performed twice, first to program the AI, then the actual surgery by 
the Al, all procedures take twice as long. 


Plot Hook: Firewall has proof positive that much of the original research behind the cortex 
was provided by an active clade of exhumans. They are concerned that the exhumans will 
take the cortex much farther than Cognite was willing to go, using the cortex as a way to 
induce continual growth, akin to seed Als. The players are asked to investigate and 
intervene. 


Entry 018: Translucent Skin 


Old-hat for scum swarms but a hot new fashion on Mars, the translucent skin biomod does 
exactly what it says on the tin. Rendering the skin translucent (although somewhat milky) 
primarily exposes muscles, fat, and a few bones. Other versions also render fat and muscle 
translucent, showing off the organs. The mod has become popular among many athletes as a 
way to show off their musculature and among bodypunks to show off cyberware and 
unusual organs. 


Mechanics 
Translucent skin is a biomod [Low] 


Entry 019: Bioluminescence 


Bioluminescence is a property of many animals, especially marine life. Injecting symbiotic 
bacteria allows bioluminescent patterns to be applied almost exactly like tattoos. The 

mod has become particularly popular among cetacean uplifts and those who spend their 
time in dark environments. A new form of art in the black oceans of Europa and Ceres is 
bioluminescent performance dance. Aquatic morphs of all kinds dance in the dark, with only 
their glows visible, forming complex patterns of movement and color. 


Mechanics 
Bioluminescence is bioware [Low] 


Entry 020: Smarts 


Not to be confused with smart dogs, smarts are the result of a century-long selective 
breeding program. The project was begun in the 21st century as a means of investigating 
intelligence. Researchers bred mixes of the most smartest dog breeds of the day, then began 
a breeding program aimed solely at increasing their performance at special, dog-oriented IQ 
tests. Dogs scoring above average when tested at 8 and 12 weeks bred the next generation, 
resulting in a steady increase of measured intelligence. 


The program itself never deviated from selective breeding, but they provided the basis for a 
great deal of genetic engineering. Smarts provided much of the fundamental research 
allowing for smart animals, uplifts and mentons. Samples of every dogs genome were kept 
and maintained, allowing researchers to track the genetic basis for the changes they were 
seeing. Smarts themselves were ultimately supplanted by the smart animals and uplifts they 
spun off, but the project is nonetheless maintained by the Titan Autonomous University. 


Plot Hook: Not all of the genome records of the smarts program made it off Earth. A 
reclaimer data miner has uncovered the location of a hardened server that may hold the 
complete records. The data would be worth a small fortune in rep or credits to several 
hypercorps, the Argonauts or the Titanian Autonomous University, but the players must 
retrieve it first. 


Entry 021: Autocannons 


On constant overwatch along TITAN quarantine zones, mounted on Barsoomian technicals 
and Consortium drones and sometimes even wielded by over-sized exosuits in blood- 
sport broadcasts, the autocannon has maintained a role on the transhuman 

battlefield. Autocannons are especially useful in countering the many armored threats; 
vehicles, exosuits and synths. 


Too large to be considered personal weapons by any but large synths and exoskeletons, 
autocannons are typically mounted on vehicles or as fixed emplacements. They are usually 
operated either remotely (using the gunnery skill) or by on-board Als. Along the TITAN 
Quarantine Zones they are also commonly Faraday caged to prevent hacking. 


The stats given are for autoncannons loaded with AP rounds. Autocannons can also be 
loaded with a variety of warheads, treated as minimissiles. 


Mechanics 


Kinetic Autocannon [Expensive] 
AP: -14* Damage: 3d10 + 7* Firing Modes: BF, FA Ammo: 100 
*or as minimissiles. 


Rail Autocannon [Expensive] 
AP: -16* Damage: 3d10 + 9* Firing Modes: BF, FA Ammo: 100 
*or as minimissiles. 


Gunnery AI [Moderate] 
Gunnery 40, Perception 40, Infosec 20 


Entry 022: Aquila 


The Aquila can be found over Martian ranger patrols, zone stalker convoys and gatecrasher 
pioneers. It has been found invaluable to those expecting combat on the surface of 
atmospheric planets, where the drone can be sent up to shadow the patrol provide fire 
support when necessary, firing its autocannon down upon designated targets. 


An Aquila is typically contacted only through laser link so as to minimize the possibility of 
hacking. Against physical attack, it relies first on its reduced signature and chameleon skin, 
hoping to remain unnoticed until firing. After firing its presence becomes obvious; it is 
programmed to rapidly and semi-randomly relocate after every salvo. An attack by 
dedicated anti-air weapons will usually be successful, and Aquilas have short careers. It is a 
testament to their usefulness that they are still considered a worthwhile investment. 


The body of the drone is a sharp rhombus with a centrally mounted autocannon, with 
hemispherical coverage. The thrust vector system allows the drone to hover, rapidly switch 
direction, and most importantly, retain its stability while firing. 


Mechanics 

Aquila [Expensive] 

Movement Rate: 8/40 Max Velocity: 120 Armor: 8/8 Durability: 40 Wound 
Threshold: 8Mobility System: Thrust Vector 

Enhancements: 360 Degree Vision, Access Jacks, Chameleon Skin, Enhanced Vision, 
Reduced Signature, Laser Link,1 Weapon Mount (Swivel with Rail Autocannon with HE 
minimissiles) 


Entry 023: Centaur 


Picture a robotic, mythical centaur, then replace the human portion with a an upright 
weapons/sensor turret. Now picture it sprinting across the desert at 40km/h, firing its 
machine-gun with useful accuracy. Now picture them running in packs. 


Rooted in the quadrupedal robots of the early 21st century, the Centaur (or its derivatives, 
variants and ancestors) has been a common sight on the battlefields of the mid 21st 
century onward as a cost-effective supplement to conventional ground forces. 

The centaur’s quadrupedal movement allows for a powerful combination of fast sprinting 
with agility over rough terrain. The Centaur can move at up to 40km/h over even ground, 
and still makes 30km/h over difficult ground. 


Post-Fall, Centaurs and Centaur-variants are used by the Martian Rangers, Jovian Republic 
and habitats with sufficiently wide hallways. They are most commonly paired with a soldier 
or another Centaur. 


Mechanics 

Centaur [Expensive] 

Movement Rate: 4/40 Max Velocity: 40 Armor: 14/12 Durability:40 Wound 
Threshold: 8Mobility System: Walker 

Enhancements: 360 Degree Vision, Access Jacks, Enhanced Vision, Light Combat Armor, 2 
Weapon Mounts (1 Swivel with Rail Machine-gun, 1 Swivel with Seeker Rifle with HE 
minimissiles) 


Entry 024: Fork Hives 


The restoration of contact with Synergy and the revelations as to their new group-mind sent 
shock waves through transhuman and also exhuman society. Gestalts and group minds had 
long been a holy grail of exhuman research, but attempts to link different minds had always 
resulted in failure. The only other successful group mind were those that linked alpha forks 
of the same person, instead of different individuals. 


Unlike the neo-synersgists, it is inevitable that a fork hive will dissolve the individuality of its 
members. The fork hive begins as identical copies of the same mind, after all; the lack of 
barriers is a powerful counter to divergence (although it is not impossible.) The degree of 
independence from each other is based upon latency and bandwidth in communication. As 
the link is minimized, divergence increases. Forks that remain within close contact (within 
the same habitat or city) are kept so similar as to be the different trains of thought of one 
individual. Forks venturing further will inevitably diverge, as the total mind-link gives way 
to frequent short-term memory and emotional updates, then long-term, biographical 
memory only. 


In the long term, fork hives are expected to slowly diversify from a single shared mind into 
an ecosystem of egos. If a hive seeks to be in multiple places at once, it must accept the 
divergence that distance causes. A mature hive might consist of multiple groups, with 
divergence occurring on the scale of the groups themselves. 10 forks in Valles-New 
Shanghai would have a strong enough connection to prevent all divergence and can be 
considered one person with incredible multitasking abilities. All of those forks have a looser 
connection to the group in Olympus, who are themselves tightly bonded. The relationship 
between groups is closer than that of typical individuals, but loose enough to allow for 
divergence, imperfect cooperation and even competition. 


This growth of diversity of egos is considered by some exhuman thinkers to be not just 
acceptable, but highly advantages. A tightly bonded hive is like a species, with a limited set 
of thoughts and attitudes. A diverse hive is like an ecosystem, with many both 
complementary and competing thoughts and attitudes. Species, they point out, often go 
extinct, but ecosystems have the resilience of diversity. 


Entry 025: Deja Vu 


A godsend to the labor markets of the inner system, deja vu allows workers to repeat 
repetitive tasks without any boredom or stress. Because of the influx of unskilled infugees 
and despite the established industry of AI design, it has become economically favorable (at 
least in the inner system) to employ egos based on their basic intuitions and instincts, as 
opposed to learned skills. A typical ego is competitive in tasks involving pattern recognition 
(especially those involving faces) rapid character evaluations and arbitrary sorting 
problems. 


The Deja Vu mental modification simply prevents the transfer of memory from short-term 
to long-term, as well as interfering with the ego's sense of time. As a result, the ego cannot 
become bored and will not realize how much time has passed, allowing them to repeat a 
task for an indefinite amount of time. Often, the mod is paired with a psychosurgically 
enforced focus on the presented task. 


For example, an infugee might be indentured to spend 3 years in the wide-angle camera of a 
hotel lobby. This would render most egos insane, but with Deja Vu, the ego is simply told to 
watch for a small set of faces, and after a few minutes, they find that three years have passed. 


Entry 026: Society of the Words of Gods 


In the wake of the Fall, transhumanity is scattered, isolated and traumatized. With so many 
searching for stability and community and lost in the post-singularity world, cults spring up 
like weeds. 


The Society of the Words of Gods is one of the most isolated and closed-off communities in 
the outer system, for one reason. The Society speaks only one language, a unique language, 
supposed to train the thoughts of those who speak it. The cult uses memory editing, skill 
suppression and deep learning psychosurgury to teach the faithful the Words and to 
remove their ability to understand any other languages. The faithful thus lose their ability to 
communicate with the rest of transhumanity, and the Society becomes their whole world. 


The Society was founded by Alexander Haywood and his seven disciples. Haywood claimed 
to have been taught the Words by a powerful alien being he contacted via a radio 
observatory he once worked at. The being promised that the Words would transform those 
who spoke and thought them, preparing them for life among gods. Haywood recorded these 
sessions, but none other than himself and his disciples have ever heard them. 


The Society has no formal organization, but in practice can be divided into four groups. The 
lowest on the totem pole are the potentials, those who are proving themselves to the 
Society and who retain their old languages. The next (and largest) group are the faithful, 
who have undergone psychosurgury to learn the Words and have all other languages 
removed. The highest public figures are Haywood's seven original disciples, who have the 
most natural grasp of the Words and administer the psychosurgery raising potentials to 
faithful. At the apex is Haywood himself, but he has not been seen for two years. Whether or 
not he remains alive, and if so, the nature of his life, remains a mystery to all but the 
disciples. 


The Society lives in a tight tin-can complex maintaining an isolated orbit between Saturn 
and Jupiter. They seem entirely self-sufficient, and do not respond to hails, even in an 
emergency. If their habitat has a name, they have not shared it with outsiders. 


Plot Hook: Firewall has been working a sleeper agent into the inner circle of the cult, and 
have recently received a fragment of the signal Haywood intercepted. Based on that 
fragment, they now believe the signal is of genuine alien origin. The cult's mythology 
suggests exsurgent, TITAN or alien manipulation too strongly, Firewall needs the players to 
retrieve the full signal by any means necessary. 


Entry O27: Plasticity Treatments 


The functions of the brain are not trapped in neatly demarcated areas. Give enough time, 
the brain will reroute or relearn many tasks, allowing for significant recovery after some 
brain damage. It is during infancy and childhood that the brain is most plastic and capable 
of learning at great rates. 


With a cycle of plasticity treatments, these great learning and adapting abilities can be 
regained no matter the age. A tailored retrovirus followed by a short round of hormones 
allows the brain to once again rapidly adjust itself to new circumstances. The treatment has 
become popular with those attempting to learn new suites of skills, adjust to new morphs or 
otherwise adapt themselves to long-term, radical changes. The cost, however, can be high. 
Memories formed before the treatments began often become inaccessible to the newly 
altered brain. 


Mechanics 
Plasticity treatments halve the time necessary to learn new skills, acclimate to new morphs 
and more (at the GM's discretion), but at the cost of many pre-treatment memories. 


Plasticity treatments are biomods [Moderate]. They are not currently available for 
cyberbrains or infomorphs. 


Entry 028: Crusoe 


One of the most prominent in a venerable genre of interactive entertainment, Crusoe is an 
open source simulspace game challenging players to survive and build in simulated 
environments. 


A new player will find themselves on an earth-like planet with a multi-tool and engineering 
and gardening hives. Players looking for a specific challenge can adjust their beginning 
states with custom morphs, equipment and environments. Common challenges include 
surviving as a splicer in an old-earth wilderness with no equipment, start as a synth with 
only wrist-mounted tools and build your way up to a fusion reactor and team games 
challenging players to defend against waves of hostiles. 


Because of the accuracy of the simulation, most things invented in Crusoe can also be built 
in real life. Crusoe has attracted the attentions of some Argonaut researchers, who have 
begun a project collecting useful designs and inventions and turning them into real gear. 
Similarly Crusoe is of interest to social scientists, who have run experiments exploring how 
technology effects social structures and how populations respond to controlled stresses. 
Gatecrashers have used Crusoe simulations to experiment with approaches for exploration 
of various alien environments and to test new equipment, and there was a brief fad of 
Titanian microcorps holding team-building exercises in the game. 


Entry 029: Swarm Gun 


The swarm gun has a deceptively low-tech appearance. Like the classic sawn-off shotgun of 
much old media, but with four barrels arranged in a square, and usually a smartgun system. 
The weapon is one of the sole break-action weapons in current use, meaning that the gun 
opens like a hinge to allow placement of the warheads directly in the ends of the barrels. 


Jovian Security use the gun to announce their presence with the simultaneous detonation of 
EMP, Concussion, Overload and CS Gas seekers, many zone stalkers swear by x2 EMP and x2 
Plasma seekers as a TITAN warmachine/nanoswarm cure-all and x4 HEAP warheads area 
threat to even the most overbuilt of synths. 


Mechanics 

The swarm gun fires 4 micromissiles simultaneously. All four missiles must be aimed at the 
same target. An action is required to reload the gun. On a critical glitch, the GM may declare 
that the simultaneous launch has caused one of the seekers to detonate prematurely. 


Swarm Gun [Moderate] 


Firing Modes: BF Ammo: 4 Micromissiles 


Entry 50: Lycanthropy 


The first iteration of the Lycanthropy nanotoxin was a medichine hack. A group of radical 
mercurial uplifts infected the medichines of the families of Cognite executives. Any hack of 
medichines is met with rapid and thorough security updates, which rendered that first form 
unusable. The mercurials, however, were able to cultivate a nanotoxin out of a culture of 
infected medichines. This nanotoxin form of the Lycanthropy condition is what is known to 
transhumanity today. 


The nanotoxin causes keratin build-ups in feet and hands as body attempts to grow hooves, 
fingers and toes as body attempts to grow claws, lips as body attempts to grow a beak, and 
skin as body attempts to grow feathers. Worst of all, by most accounts, is the growth of 
feathers as they attempt to puncture through skin. The condition has never proved fatal, 
and is kept in check by medichines, but its slow burn brand of horror gives it an out-sized 
infamy. The toxin has even become endemic in some poor districts of Jovian habs, providing 
fodder for anti-nano attitudes. 


Mechanics 
Those infected by Lycanthropy take 1 SV per day of infection. Medichines prevent 
progression, but nanophages are required for total immunity. 


Entry 031: Universal Tissue 


Pet-project of famed exhuman biohacker Extant, universal tissue seeks to replace organ 
specialization with a uniform mass of tissue capable of all biological functions. Extant has a 
vision for a new type of morph, an exoskeleton simply filled with his universal tissue like 
foam. In theory, such a morph would have almost no weak points and be virtually 
indestructible. In practice, all of Extant's tissue formulas thus far have run into the "jack-of- 
all-trades, master of none" problem, and his prototypes are not competitive with similar 
models on the market, such as novacrabs. 


Mechanics 
Universal tissue is bioware [High] 


Universal tissue acts as structural enhancement for biomorphs and podmorphs instead of 
synths. However, SOM is reduced by 5. 


Entry 032: Interstellar Club 


"The Factors chose the long, slow ways between stars. They are well aware of the Pandora 
gate networks, but they shun them and advise us to do the same. They are an older, more 
widely experienced interstellar civilization, and they know something we don't." 
Alexandria Ko 
President-elect of the Interstellar Club 


The Interstellar Club is formed from the remnants of pre-Fall space agencies and 
interstellar projects. The Fall had two important effects for the future of interstellar travel: 
it destroyed the existing interstellar projects, and it revealed the existence of the Pandora 
gates. Both of these were large blows; much work and many important minds were lost, and 
gatecrashing provided FTL with no extra work needed on transhumanities part. 


To some, however, the Fall also provided important lessons. Transhumanity survived for 
only one reason: we had spread off Earth into the solar system. Distribution ensured that no 
single disaster could kill everyone. Spreading beyond the solar system and into the galaxy 
would render transhumanity even more resistant to extinction. 


The Pandora gates seem to provide what is easily the best option for interstellar travel; 
instantaneous and pre-made for our convenience. They are called "Pandora" gates for a 
reason, however, and there are many that mistrust them, fearing that something will follow 
a team back through them, that our use of them will be found objectionable by something 
more powerful than the Factors, or that they will simply fail. 


The Interstellar Club has its primary base in orbit around Neptune, with an automated 
factory and testing lab in the Kuiper belt. The club is politically neutral, but many of its 
members also identify as Argonauts and Autonomists. 


The club's approach to interstellar travel has focused around the creation not of ships, but 
of morphs, using self-repair and replication to act as a Von-Neumann machine; their 
prototypes are therefore called Neumanns. 


Plot Hook: Communication with the Club's plant in the Kuiper belt was recently lost, and an 
on-site inspection has revealed that a prototype is missing. It seems that someone, or a fork 
of someone, or something sleeved into the Neumann and launched, apparently headed for 
Proxima Centauri. The players are asked to determine who it might have been what their 
motives were, and whether this could be a problem for transhumanity's future. 


Entry 033: Subjective Run Time 


One of the hardest problems for the Interstellar Club to solve was not propulsion or 
navigation, but rather time. Even at a significant fraction of light speed interstellar travel is 
measured in decades. An ego sleeved into a Neumann morph must be expected to spend 
most if not all of its life in isolation, with lags of years on light-speed communication, in the 
depths of interstellar space. 


The subjective run time cyberbrain modification ties the clock speed of the cyberbrain to 
the amount of stimuli received by the senses. An expert program continuously evaluates 
received information, increasing or decreasing speed of thought to match. To an interstellar 
traveler, the long spans of interstellar travel would pass relatively quickly, with the bulk of 
its mental life occurring while approaching or leaving systems, making observations, or 
receiving communications. 


Some couriers and ring-fliers have been experimenting with using the mod; there are few 
other potential in-system uses. The program is open-sourced through the Argonauts. 


Mechanics 
Subjective run time is cyberware [Moderate] 


Entry 032: Neumann 


The pride and joy of the Interstellar Club are its Neumanns; prototype morphs capable of 
interstellar travel. There are as yet only two functioning prototypes, and neither of them 
have traveled farther than necessary for testing. Interstellar Club researchers are optimistic 
however, as the latest versions have passed all tests and the time may be approaching for 
their journeys to begin. 


The Neumann has two possible means of propulsion. The most powerful thrust comes from 
the Bussard ramjet, using a electromagnetic scoop to gather hydrogen as fuel for its fusion 
rocket. The secondary means tunes the electromagnetic scoop for use as a magnetic sail. 
The fusion rocket is designed to be used for interstellar travel, while the sail is used for 
interplanetary maneuvering. 


In order to weather the decades or centuries of interstellar travel, the Neumann is designed 
to incorporate redundancies and self-repair and self-maintenance systems wherever 
possible. There are two backups to almost every system, multiple redundant repair swarm 
hives and as much is made of self-repairing smart materials as possible. Radiation sensitive 
objects, such as the cyberbrain, are placed near the core of the morph, well shielded and 
also with multiple redundancies. 


The purpose of the Neumann is to act as a von Neumann machine, replicating itself at each 
destination so as to explore en mass with minimal impact from individual failures. To this 

end, a Neumann carries massive stores of fabrication blueprints, protean and engineering 
swarms, sol archives and potentially even cortical stacks. Upon reaching a new world, the 

Neumann can replicate itself, seed the world with automated probes, or even begin a new 

outpost of transhumanity. 


Mechanics 
Although the Neumann is a morph, it has the scale and capabilities of a ship, and is best 
treated as such. It therefore has no stats. 


Entry 035: Sensiles 


Another in the failed product lines of designer symbiotes, Sensites, unlike famine worms, 
offer direct, functional augmentation. Distilled from parasitic nematodes, Sensites have 
been heavily engineered for relative gigantism, and sensitivty to various electromagnetic 
spectrums. 


Sensites were most commonly available in aerosol cans; to apply, a user simply sprays the 
eggs on bare skin. The little worms hatch, and migrate to the lower levels of skin, where 
they would live long, slow lives. Upon exposure to their pre-programmed spectrum of 
radiation, they begin to rapidly vibrate. An experienced user can judge the strength of 
different fields, and if the sensites have been applied in lateral lines, gradients as well. 
Overall, however, the sense is rough and outclassed by newer options. 


Mechanics 
Sensites are bioware [Low] 


Sensites can be made to react to most electromagnetic spectrum’'s. The user can tell overall 
strength and the direction of powerful sources, but no detail. 


Entry 036: Seeker Box 


The spiritual successor to landmines, seeker boxes fill the role of area denial and automatic 
interdiction. Seeker boxes, however, have many advantages over landmines. A single box 
can cover a large area (~2km radius.) They can react appropriately to different levels of 
threats. They are a common feature of many heavily secured zones, such as the TITAN 
Quarantine Zones of Mars and Luna, as well as habitats with appropriate open spaces. 


A typical seeker box consists of 16 single-use launch tubes containing mini or micro missiles. 
This box will be linked to a network of sensors, spread over its area of coverage. If hacking 

is a concern, sensors will be connected through laser links or physical cables. When a 
recognized hostile enters the area, the box launches an appropriate warhead, or swarm of 
warheads. Some militant groups have improvised similar systems out of emplaced seeker 
weapons and cheap sensors. 


Mechanics 
A seeker box is [Moderate] 


A seeker box has the sames stats as a seeker rifle, with the ability to fire its entire capacity 
in one salvo if necessary. 


Seeker boxes use specialized Als with Seeker Weapons 40 and Perception 40. 


Entry 037: Fork Selection 


If you are determined to improve yourself, you can do it the old fashioned way, with 
introspection, education and the like, or you can take the bull by the horns and subject 
yourself to an evolutionary algorithm designed to improve your performance in a swath of 
simulated scenarios. 


The collective venture of an exhuman clade of unusual cooperativeness, fork selection 
requires only time, computing power and the ability to cold-bloodedly delete many, many 
copies of yourself. First, fork yourself at least 100 times (more is better, the upper limit 
being defined by your available computer power and/or how much time you are willing to 
spend.) Subject these forks to small, random psychosurgical adjustments (it is suggested 
you either make use of Deja-Vu or obtain a quality AI.) Subject these altered forks to 
simulations testing their performance, as judged by your original. Mix and copy the most 
successful variants and repeat. Eventually a fork will emerge whose psychosurical 
alterations have rendered them best able to succeed in random and varied situations. Either 
merge with this fork, attempt to replicate those alterations, or delete yourself and allow it to 
succeed you. 


It is recommended that your original judge the success of your forks; you might also allow 
the most successful of each generation to judge the next, but this can cause feedback loops 
that spiral into insanity. Take care also in the generation of your scenarios, too much of the 
same or similar can lead to hopeless overspecialization and an Al-like non-sentience. 


Entry 038: Methods of Steel 


Methods of Steel is the premier open-source, synth oriented martial art. It is truly 
transhuman in its practices, making heavy use of skillware and simulspace training 
scenarios and Als. There are, in fact, only two physical schools: one in Extropia and one in 
Locus. The art is banned or heavily regulated on many Lunar habitats due to its associations 
with synth liberation movements. 


Much of the most basic training is focused on giving the practitioner a true sense of the 
tolerances and strengths of their synth body, in order that they take full advantage. As a 
student progresses, they can branch into specialized schools of technique. Styles are 
generally divided into "soft" (vs. biomorphs) and "hard" (vs. synthmorphs.) The open- 
source nature of the art's development has led to huge, branching specializations, with 
specific techniques not just for different weapons but for certain numbers and types of 
limbs, industrial tools and a system of flexbot techniques that is rapidly spinning off into its 
own martial art. 


Mechanics 
Methods of Steel is treated as an Unarmed Combat specialization, active whenever the user 
is in a synthmorph. 


Entry 039: Domesticated Limb 


The octopus is the uplift most different from humanity. In a wild species, as much as two 
thirds of an octopus’ neurons are located in their limbs; in uplifted octomorphs the size of 
the primary brain is increased, but having half of your neurons in your limbs is standard. 
The tentacles of octopuses and octomorphs therefore have degrees of autonomy, capable of 
grasping and feeling on their own initiative. The semi-autonomy of these limbs has led to 
the development of one of the most unique martial arts in transhuman history. 


Domesticated Limb (as translated from octopus color language) is a martial art dedicated to 
the training of octomorph tentacles. The focus of training is not on the the ego, but on 
nervous systems of the limbs, training their reflex actions to perform combat-useful actions. 
A master of Domesticated Limb, or more precisely, their tentacles, are capable of choking 
someone out, breaking an arm or dissembling a gun with no conscious attention whatsoever. 
This comes with problems however, as there have been cases in the past of Domesticated 
Limb practitioners accidentally subduing random passers-by. 


Mechanics 
Domesticated Limb is treated as an Unarmed Combat specialization, active whenever the 
user is in a octomorph. 


Entry 040: Systema Zero 


Systema Zero is built upon of the earliest traditions of space-borne humanity. The martial 
art encompasses a broad spectrum of free-fall experiments and traditions, dating back to 
the earliest permanent off-Earth settlers. 


Built on a foundation of freefall training, Systema Zero is designed to function in the 
simplest possible circumstances: you and your opponent free floating in zero gravity with 
no nearby objects. Consequently there is heavy reliance on locks and holds able to bend an 
opponents body against itself, and almost no strikes. More sophisticated forms allow for 
surfaces and common environments, featuring jumping off of nearby objects to land 
powerful hits as well as the use of Coriolis and Centrifugal forces. 


Mechanics 
Systema Zero is treated as an Unarmed Combat specialization, active whenever the user is 
in a zero or micro gravity. 


Entry O41: Dream Logic 


Dreams reveal the possible disconnections between objects and their recognition. A 
dreamer sees one person, but believes them to be another, regardless of any contrary 
evidence; it was you, but it wasn't you (or something similar) is a cliche. Careful 
psychosurgury can reproduce this state during waking life, forcing the ego to perceive what 
they have been programmed to perceive, even if it is directly contradicted by what they 
actually see. 


By hijacking the brains reality-testing and cognitive dissonance, an ego can be forced to 
recognize the world through a pre-programmed filter, one that they will apply to any 
situation, regardless of how illogical they become.In its current state of development, the 
procedure cannot be made sustainable within a transhuman mind. Dissonance cannot be 
entirely eliminated, the ego will try desperately to reconcile its new beliefs with its 
observations and memories. The more elaborate and disassociated the imposed filter, the 
more quickly the effected brain is eroded. 


Dream Logic is known to have been used by Pax Familae as a method of creating sleeper 
agents; The subject acts normally except that they believe the Claudias to be their beloved 
mother, and trust them implicitly. Some experiments have attempted to use Dream Logic for 
therapy, convincing a subject, for example, that they are safe and back on Earth to counter 
Fall induced PTSD. Even when the logic is used successfully, however, the inherent stress of 
the procedure invariably outweighs the benefits. 


Mechanics 

Dream Logic is a psychosurgical procedure. The effects of Dream Logic are mostly realized 
through roleplaying, but note that more drastic versions of the procedure cause continuous 
stress 


Timeframe: 1 week 
PM: Minor -10; Moderate -20; Major -30 
SV: Minor 1 per day, Moderate 1d10/2 per day, Major 1d10 per day 


Entry 022: Organ Redundancy 


The widespread adoption of synthmorphs has created difficult competition for biomorph 
designers. Just as synthmorphs attempt to break into markets dominated by biomorphs 
(such as socialites and celebrities) biomorphs have been attempting to break into markets 
dominated by synthmorphs. One of the key advantages of synthmorphs has been the fact 
that synths are made of materials like steel, and are relatively indestructible. 


Attempts to bolster the structural integrity of biomorphs have included augmentations like 
exoskeletons and skeletal reinforcement, but many morph designers have come to the 
conclusion that they cannot fight synth designs on their own terms. A biomorph cannot 
match the invulnerability of steel, but it has an ability to endure and heal wounds, a 
resilience that can be enhanced. 


One of the simplest, but by no means easiest ways to enhance biomorph resilience is to 
provide redundant organs. The loss of one kidney is not a life sentence because only one is 
needed, so why not an extra heart, liver or spleen? Once the hard problems of syncing 
multiple heartbeats and re-balancing glands and hormones were solved, it was only a 
matter of gene splicing, grafts, or stem cells. 


Morphs with redundant organs tend to have thicker torsos than normal, extra volume being 
necessary. 


Mechanics 
Organ Redundancy is bioware [Moderate] 


Similar to the structural enhancement augmentation available to synths, but increasing 
Durability by 5 and Wound Threshold by 1. 


Entry 045: Organ Plasticity 


With organ redundancy, biomorph designers had increased the ability of a biomorph to 
endure wounds. They sought as well to increase the ability of a biomorph to recover from 
wounds. Medichines would seem to have this role thoroughly locked down, but some die- 
hard designers maintained that the inherent processes of a morph could be designed so as 
to allow greater healing, both with and without medichines. They eventually developed a 
genetic treatment restoring some of the qualities of stem cells to all cells in the body. 


Organ plasticity is intended to allow organs and tissues to alter themselves to become other 
organs and tissues. The advantage this offered for healing can be immense. If you begin to 
experience liver failure, a new liver will begin to bud off of an artery. If you lose skin, muscle 
cells will produce new skin cells. If you 


Organ plasticity functions best with medichines to smooth over transitions and odd gaps or 
redundancies. The development of teratomas are a frequent side effect of the augmentation. 


Mechanics 
Organ Plasticity grants a morph the rapid healer trait. 


Entry O42: Medicrabs 


Thanks to their life-saving exploits and a cartoon commercial featuring "the little Medicrab 
who could", Medicrabs were one of the most popular robots around, being found in first-aid 
kits or in place of first aid kits, in households, and in vehicles, ready to pop out in case of an 
accident. 


Medicrabs are roughly hand-sized, with a body plan that is half crab and half spider. While 
this could easily be unsettling, they have been carefully designed to appear cute and non- 
threatening. They feature numerous medical tools: mandibles capable of precise little 
sutures, claws used to cut through clothing, spinnerets weaving bandages and an antiseptic 
breath spray. Their low slung bodies allow them to crawl through rubble and make them 
virtually impossible to knock over, and they are tough and durable besides. 


Medicrabs have been rendered largely obsolete by medichines and nanobandages, but they 
remain in use in the Jovian Republic as well as being backup systems in many habs. 


Mechanics 
Medicrabs are robots [Low] 


A Medicrab AI has Medicine 40. 


Entry 045: Oclodoc 


Typically found hanging from the ceiling of an operating suite, an Octodoc is so called 
because it consists of between six and twelve limbs emerging from a center anchor. Each 
limb typically ends in a surgical tool or generic manipulator. Rooted in telepresence systems 
for remote surgery, Octodocs eventually became autonomous, capable of specifically 
requested surgeries, or performing their own diagnostics. Like Kleenex and Band-Aids, 
Octodocs are actually a brand, but have also become a generic name for any multi-limbed 
surgery robot. 


Octodocs have been rendered largely obsolete by medichines and healing vats. 


Mechanics 
Octodocs are robots [Moderate] 


An Octodoc AI has Medicine 40. 


Entry 046: Tartarus 


Tartarus is the first rogue planet to have been discovered via the gate network, accessed 
through Discord Gate on Eris. Its gate lies in the middle of large plain of black ice, lit only by 
distant stars. It is 1.4 times the mass of Earth. Nearest stellar neighbors are a binary system 
3.3 light years away. Only significant orbiting body is a large captured asteroid. 


Scientists determined that Tartarus was most likely similar to Europa, having an ocean of 
highly pressurized water under its thick surface of ice. The existence of liquid water raised 
the possibility of life in Tartarus' past, and an operation to bore through the ice was 
undertaken. Scientists were thrilled to discover that not only had Tartarus hosted life in the 
past, but there were complex microbial ecosystems living off of the energy of deposits of 
radioactive material on the ocean bottom. Stromatolites and diatomaceous earth indicate 
that life was once widespread, and the isolated clusters of radiotrophs are the last gasp ofa 
family of life at least 2 billion years old. 


Tartarus is livelier than one might expect from a frozen ball of rock and ice between stars. 

In addition to the biological research stations created to study the life of Tartarus, the planet 
contains several research and development workshops and laboratories designing 
technologies for extreme cold. The lack of nearby stars minimizes interfering stellar 
radiation and makes the rogue planet an excellent location for astronomical observation; a 
large array of radio-telescopes is under construction. 


Plot Hook: The deposits of radioactive material on which the life of Tartarus depends are 
anamolous. They cannot be accounted for by any models of planet formation; they are too 
numerous and of the isotopes. Some believe that this indicates intelligent activity, and that 
the deposits are the left over from ancient alien technologies. Firewall gives these theories 
some credence, and needs the players to investigate a possible find before word spreads to 
Tartarus' primary sponsor, the Go-Nin Group. 


Entry 047: Temper Switch 


A temper switch does not create forks, like the multitasking mod. Neither does it 
accommodate an additional ego, like the multiple personalities augment. A temper switch 
provides a virtually instantaneous transition between sets of attitudes and values. 


The earliest and still most common use is to maintain two value sets: the normal, and cold. 
The normal set is the one the ego possesses naturally, as if the temper switch did not exist. 
The 'cold' set emphasizes completion of goals, and efficiency, deemphasizes the immediate 
value of life and importance of taboos, and has a minimal response to traumatic situations. 


Temper switches are most regularly used by those in highly stressful and/or traumatic 
situations where efficient performance of duties is a priority. Doctors, emergency personnel 
and soldiers were the earliest adopters. The switch is most effectively used by those in 
institutions with established temper switch care facilities: after switching back, all the 
stress and trauma experienced by the 'cold' personality bombard the normal ego. Without 
immediate and sustained care, the trauma can easily be irreversible. 


Mechanics 
A Temper Switch is bioware [Moderate] 


Once switched, an ego will take 1d10/2 SV per hour, in addition to any other SV taken. The 
ego will not, however, suffer any traumas or resulting disorders and derangements. Once 
switched back, all SV and their consequences are suffered at once. 


Entry 048: Programmed Identity 


The most convincing liars are those who do not realize that they are lying. In the 
information saturated polities of the solar system, effective deception can be virtually 
impossible to get away with for long. Even good a disguise, and forged ID can only go so far. 
For the best covert agents, the disguise is real, the new identity fooling their own minds. 


A programmed identity is created in only two steps. First, removal of one set of memories 
from easy access, and second, creation of a more available set of memories. The procedure 
is most effective if combined with altered habits and other personality traits, although going 
to far in this direction replaces the ego entirely. To the altered agent, the created identity is 
natural and easily accepted. While their real memories still exist, and can be accessed when 
appropriate, they come only with patience and effort, like trying to remember a word on the 
tip of your tongue. 


Mechanics 
The creation of a programmed identity is a psychosurgical procedure. A programmed 
identity grants +30 to deception rolls involved with maintaining a cover. 


Timeframe: 1 week 
PM: -10 
SV: (1d10 / 2, round up) 


Entry 049: Consensus Societies of Entropia 


On Extropia, there is no central authority; the organization with the best claim, Extropy 
Now, exists to provide a haven for libertarians and anarcho-capitalists. Large and complex 
markets have arisen, providing legal systems, security, arbitration and adjudication as paid 
services. Even with the advise of muses, expert systems and Als, however, the potential 
interactions between these services can be inconvenient and unpredictable. 


Like attracts like, however, for both comfort and convenience. The interactions of 
competing legal systems, security contractors and private magistrates can become a 
headache for all involved. It is easiest to interact with those who share your expectations, 
and with whom a common adjudicator can be shared. Extropians are steadily 
conglomerating into sub-societies of shared legal systems, security arrangements and 
acceptance of arbitration: consensus societies. 


The largest and most prominent examples of consensus societies are the Caliphate and the 
Commons. The Caliphate is ostensibly Extropian and autonomist friendly; the Caliph has 
deliberately downplayed formal authority, they use the OpenSharia open source legal 
system, and they maintain no military or police system, being instead safeguarded by 
volunteer militia. The Commons is populated primarily by refugees from commonwealth 
nations. They have created a legal system based primarily on the traditions of English 
common law, adjudicated by a hierarchy of judges, and enforced by volunteer police. 


Plot Hook: Extropy Now, owners of Extropia, have become concerned with consensus 
societies, fearing that they can only grow into states. They are looking for discrete social 
engineers, memeticists and hackers to non-violently undermine and collapse the Caliphate 
and the Commons. 


Entry 050: Everlasting Rats 


Just before the fall, Mother's Milk of Extropia were developing a medichine variant that 
would be passed from mothers to offspring. Their medichine variant would save animal 
breeders and engineers significant money in the long term. They had created a successful 
prototype in a breeding population of smart rats, and were poised to for commercial release 
when the rats escaped during the chaos of the Fall. Mother's Milk went under, but their 
legacy remains. 


Everlasting rats are smart. Rats can be smart to begin with, smart rats are genetically 
engineered for intelligence, and their medichines mean that everlasting rats are immortal 
and never stop learning. An everlasting rat will know the habits and schedules of every 
transhuman in the area. They recognize types of robots and vehicles, avoiding them or 
hitching a ride. They exploit the fractured landscape of Extropia, simply shifting to a 
neighbor whenever one person or organization attempts pest control. The sophisticated 
games of hunting and evasion by everlasting rats and smart cats have inspired a children's 
story and a pamphlet on small-unit tactics. 


Their medichines render everlasting rats virtually immune to poisons and toxins, and the 
enhanced healing means a full recovery any non-mortal wound. Currently, the only way to 
control the population is with rat-oriented disassembler swarms (generally discouraged by 
worried neighbors), tailored nanoplagues (generally discouraged by everyone) and 
engineered predators, mainly smart cats, cheshires and bearcats. 


Mechanics 
Everlasting rats are as smart rats, plus medichines. 


Entry 051: Binary Chatter 


Synths are isolated. They are predominantly lower class: the "clanking masses". They can 
and often must live in environments unsuited to biomorphs or anything alive. Synthetic 
bodies have different, tougher tolerances than biological ones. They do not need to eat, 
breathe, drink or even sleep. 


Radical synth-rights groups believe that the clanking masses are a splinter that can become 
something separate from humanity. They wish to accelerate this process. 


Binary chatter, also called modem cant, began as an efficient way for synthmorphs to share 
technical information. An easy hack of voice systems allows for rapid, information dense 
noise instead of slow, human imitating speech. This new language conveys technical, 
mathematical, and computational information with infinitely more grace than any spoken 
language; it can even be encrypted. Synth societies are developing their own metaphors, 
their own jokes, their own culture. 


Notes 
Inspired by the binary chatter of Warhammer 40k. 


Entry 052: Gul Macrofauna 


Marie-Smith Nguyen's debut at the Elysium Gallery of Living Art revived one of the 
strangest dreams of some small corners of bio-hacker society. Her piece was a carefully 
crafted papier-mâché pregnancy belly, open at the belly button, and filled with a hive of 
honeybees. Disaster struck when she tripped, shattered the hive, and the gallery was 
suddenly filled with angry bees. This gave some strange people some strange ideas. 


Every so often, a bio-hacker floats the idea, seriously or tongue-in-cheek, of going whole- 
hog with symbiosis and engineering symbiotes that would put human bodies on the path 
towards ecosystems. After the Elysium debacle, enthusiasm peaked as bio-engineers 
considered the possible benefits of playing host to a hive of eusocial insects. They would 
defend the body as their home, and pay rent in honey! 


The only practical results from this brief craze is a biomod creating a thick skin pocket 
suited for a wasp nest. The wasps are engineered not to attack anything smelling like their 
host, but will otherwise defend their home with their usual vigor. Footage of foiling an 
attempted mugging has gone viral, but the mod is illegal or discouraged on most habitats. 


Mechanics 
Any time the host is attacked and suffers damage equal to one wound, everyone in the 
immediate area is attacked by wasps. Treat as bees and gardener wasps from Panopticon. 


Entry 053: Hellsquid 


Attack dogs, tools of assassination, and pride of the Hidden Concern, hellsquid are the 
boogeymen of Ceres' icy depths. Hidden Concern scientists, liberated from their corporate 
uplifters, bringing with them stolen information and expertise on the uplifting of mollusks. 
Seeking to consolidate control of Ceres, they began splicing the genomes of Humboldt squid. 


The hellsquid are engineered with an eye towards ambush combat and assassinations. 
Their chameleon skin renders them virtually invisible in the gloom, and their claws are 
usually paired with eelware, or poison glands of BTX or twitch; once they grab you, fighting 
back is impossible. Usually deployed in schools, their swarming has taken down whales. 


Mechanics 
Hellsquid are smart animals [High] 


COG 5 COO 10 INT 10 REF 25 SAV 5 SOM 25 WIL 10 
INIT 8 SPD 1 DUR 35 WT 7 DR 53 LUC 20 TT 4 IR 40 


Skills: Swimming 50, Fray 30, Infiltration 30, Perception 30, Unarmed Combat 40 
Enhancements: Bioweave (Heavy), Chameleon Skin, Claws, Eelware OR Poison Gland (BTX 
OR Twitch), Hydrostatic Pressure Adaptation 

Movement Rate: 6/40 

Attack: Claws, 1d10 + 2 DV, AP -1 

Armor: 3/4 


Entry 054: Settlers of Mars 


The settlers of Mars are can be found almost anywhere. Perched on a ridge overlooking a 
patrol route, posed menacingly in cul-de-sacs along small canyons, or gathered around a 
broken vehicle, they are designed to appear transhuman at a glance, but are simple statues. 
Part emerging ruster cultural tradition, part Barsoomian psych-ops, the settlers are created 
to fool Martian surveillance with false returns, wear-down Consortium agents with 
paranoia, and scatter visions of a Mars for Martians across the planet. 


A settler is typically created in one of two ways. The old-fashioned create theirs with scrap 
metal, welding together humanoid structures, sometimes with simple animatronics. Newer 
methods use protean swarms, programming complex scenes then leaving the swarm to 
cook the Martian regolith into iron. These models are usually robotic, maintaining simple 
routines and incorporating heating and fake communications elements designed to create 
false positives in long-distance surveillance. 


The robots are positioned in ways that can serve two purposes. They may display scenes of 
free Barsoomian life; of what live under a victorious Barsoomian movement would be like. 
Otherwise, they are designed to scare, appearing as convincing as possible, striking 
menacing poses against the horizon or be suddenly revealed in hidden corners. Many 
Martian Rangers have a story about panicking and shooting a settler, or worse, waking up to 
find their tent surrounded by silent steel figures. 


Plot Hook: A bright young Barsoomian engineer has plans to create self-perpetuating 
settlers that would reproduce across Mars. This unbounded spread is itself a potential X- 
risk for Mars, but Firewall's true fear is how the self-perpetuating technology will interact 
with the remnants inside the Titan Quarantine Zone. Contaminated by TITAN agents, the 
settlers might become very real. 


Entry 059: Surviles 


Survite nanoswarms are what make transhumanity's scattered lives among dead rocks 
possible. Nanofabrication eliminates the necessity (though not the convenience) of 
harvesting complex chemistry whole. Instead, the hungry cornucopia machines require only 
raw elements, but in abundance. 


Set a hive on the ground and leave it to cook. Survites will filter through regolith and rock, 
relaying their findings up the chain, back to the hive. The longer the hive works, the farther 
it can spread its net, building comprehensive geological maps. Survites and survite hives are 
one of the most popular pieces of nanotech in the system, used by Consortium mining 
concerns and Brinker prospectors alike. 


Mechanics 
Survites are nanoswarms [Moderate] 


Entry 056: Gullet Worm 


Hypercorp mining installations often simply devour the ground whole, pulverizing stone 
and running it through nanoscale filters to ensure every valuable atom is extracted. In the 
outer system, and among the independent prospectors on Mars and Mercury, more 
selective approaches are called for, favoring quality over quantity. To these small mining 
outfits, the gullet worm robot is a godsend. 


Small and autonomous, a gullet worm requires no overhead or maintenance and seeks 
valuable minerals on its own. Before being deployed, the robot is a simple cylinder, one end 
a flexible tube, the other a "head" of complex nanotech. The tube is attached to a storage 
container and solar panel, the head planted in the ground. The head will begin burrowing, 
using specialized disassemblers to vaporize rock, and specialized fabbers to lengthen a 
muscular tube between it and the container. The head uses ground penetrating radar and x- 
rays to survey its surroundings, steering itself to more valuable material. Once vaporized, 
this valuable material is moved up the tube through peristalsis. 


The beauty of a gullet worm is its self-sufficiency. Once planted, it can bore through the 
ground indefinitely, yielding a slow but steady supply of whatever it is programmed to 
consider worthwhile; a miner need only check in and pick up the results. The ends of gullet 
worms can be found everywhere on Mercury, Mars as well as larger asteroids and some 
moons. Often many worms work in parallel, and feed simple refineries and smelters. 


Mechanic 
Gullet worms are robots [Moderate] 


Entry 057: Metabolic Chamber 


Hunger is one of the biggest disadvantages of biomorphs, so it may seem strange to find an 
augmentation designed to allow synthmorphs to eat for their energy. The ability to 
metabolize local chemicals for energy and material has many advantages, however, and 
makes an effective backup for the traditional nuclear batteries. 


A metabolic chamber processes its food in two stages. First, heat induces burning, releasing 
energy absorbed by the chamber's systems. Second, a scavenger nanoswarm is excreted, 
gathering any material that might be useful for the synth's maintenance and/or repair. 
Finally, any remaining material is expelled as a fine powder. 


Installation of a metabolic chamber can require significant restructuring to make room in 
the neck and abdomen, so the chamber is often installed externally. Sometimes one is even 
carried as separate gear, used to recharge electronics. On Titan, solar chargers are 
ineffective do to the distance of the sun, but metabolic chambers can make use of the 
moon's abundant hydrocarbons. 


Mechanics 
A metabolic chamber is cyberware or gear [Low] 


Entry 058: Zeroes 


As Smarts (Entry 20) were to uplifts, Zeroes were to bouncers. While Smarts were bred for 
intelligence, Zeroes were bred for health in zero and micro gravity environments. Zeroes 
were some of the first animals bred/engineered for off-Earth environments, as well as the 
first to use incorporate early medichines into the program. 


Zeroes were at first broad mixes of dog breeds, combined for maximum diversity. All Zeroes 
were inoculated with medichines, providing a constant stream of information on the health 
of their hosts. They were prone to the usual health problems that come with zero/micro- 
gravity, but were kept healthy by the intervention of their medichines. The less medichine 
intervention any dog required, the larger their role in breeding the next generation. In this 
way, the dogs were slowly adapted to zero gravity, minute medichine-sourced records were 
and are available of their development, and the dogs maintained excellent health. 


The descendants of Zeroes can still be found as pets throughout the system, popular mostly 
among wealthy Lunar citizens in micro-gravity habs. The unusual flexibility and dexterity of 
the breed makes them keen competitors in agility competitions. 


Entry 059: Eudaimonia Gland 


The eudaimonia gland began, almost a century ago, with research into the biofabrication of 
psychotropic medications and nootropics. Innovations that allowed for the manufacture of 
these substances by engineered bacteria eventually led to the ability of their manufacture 
by the human body. Specialized glands for specific compounds eventually gave way to more 
generalized designs. The eudaimonia gland is the culmination of this research; a single 
gland producing a broad spectrum of beneficial mind altering substances. 


A eudaimonia gland sits at the base of the brain, constantly sampling brain chemistry and 
secreting varieties of psychotropics based on those samples. The gland is deliberately 
capable of creating only small doses, so as to avoid overdoses. This means, though, that the 
gland can not, in itself, provide complete treatment for all but the mildest of mental illnesses. 
It does blunt the edge of stresses and traumas, and seen a huge surge in use since the Fall. 


Mechanics 
A eudaimonia gland is bioware [Moderate] 


Treat as a drug gland (Comfurt). 


Entry 060: The War 


Ripley: How many drops for you is this, lieutenant? 
Gorman: Thirty-eight. Simulated. 

Vasquez: How many combat drops? 

Gorman: Uh, two. Including this one. 

-Aliens 


When a Direct Action employee refers to "the war", they mean something very specific. The 
war is one of the company's most expensive and long-running projects, and can also be 
given credit for Direct Action dominance in the Planetary Consortium. The war is one of the 
systems largest and most realistic simulspaces, running on a supercomputer better 
protected than their highest executives. Running constantly at 3x real speed, many wars, in 
fact, have been run, with most lasting between one and two years real time, three to six in 
the simulation. 


The war provides dividends for Direct Action in numerous ways. They use the war as 
training for their personnel, forging veterans in peacetime. The war is used as a testing 
ground both for prototypes of equipment and new ideas about tactics and doctrine. Itis a 
rich ground of experience for the growth of military Als, neural-networks and genetic- 
algorithms. Careful planning allows the war to be predictive, giving analysts a testing 
ground for likely future scenarios. Sometimes outsiders are invited to participate, giving 
Direct Action insight into the methods of units from across the system. 


The war currently underway is a counter-insurgency action taking place on a fictional 
planet named Ragnarok. The surface is mixture of iron-rich regolith and thick sheets of ice, 
with useful similarities to Mars and Titan, as well as icy worlds like Ceres and Europa. There 
are three large, domed cities as well as numerous smaller installations and homesteads. At 
present, there is a rough stalemate. Direct Action projects force from its orbiting carrier, 
with green zones in all three cities. The insurgent forces, played by special forces teams and 
specialized Als, strike from and vanish into the empty rural landscapes. 


The military forces of the war are Direct Action personnel and Als, but there are civilians as 
well. Direct Actions indentures huge numbers of infugees to live as civilians in the 
simulation. The indenture contracts are great on paper, as the acceleration of the simulation 
makes for short contracts in real time. Many infugees, however, having already been 
traumatized by the Fall, are pushed to and past their limits by life in a war-zone. 


Plot Hook: An up-and-coming weapon systems firm has a prototype that will be deployed 
in the ware for testing, and they want to ensure good results. They intend to sneak the 
players into the war using their security clearance, where the players can support the 
prototypes as best they can. 


Plot Hook: Direct Action, as the primary military force of the Planetary Consortium, is 
always of special interest to the Autonomist Alliance. An influential Autonomist has recently 
learned of the infugees who inhabit the war, and finds it ethically objectionable, but also 
perceives an opportunity. The players are to infiltrate the war, and supplement its civilians 
with anarchist saboteurs, provocateurs and sleeper agents. If all goes well, insurrection will 
sweep over the war, disrupting Direct Action research and development, and provide a 
powerful symbol for the Autonomists. 


Entry 06l: Myrmidon 


The exhuman now know as Myrmidon was born in the Guanzhou megacity at an estimated 16 years 
before the Fall. He made a meagre living scavenging valuable metals for fabber feedstock, and lived a 
largely unremarkable life. As the Fall progressed, his skill at scavenging and knowledge of his local 
neighborhoods enabled him dig in and survive, until he was one of only a handful of scattered human 
remnants. He was picked up by one of the last desperate rescue missions, and sent to refugee 
processing on a Go-Nin orbital station. 

Go-Nin aptitude tests revealed a bright mind with a talent for unweaving complex systems. Go-Nin 
gave him training in psychosurgery and put him to work on his fellow refugees, where he excelled. 
He found his work less and less interesting, however, and left his contract at the earliest available 
opportunity. 

He slowly worked his way to the main belt, where he eventually joined with an exhuman clade 
conducting experimental psychosurgery on Extropia. Again, he excelled, learning rapidly from the 
exhumans, eventually playing a key role in the development of fork hives (Entry 24). As soon as the 
work was deemed reliable, he became a fork hive himself, at which point he spreads across the 
system. 

The Myrmidon sub-group inhabiting the war (Entry 60) were invited by Direct Action to participate 
as non-aligned agents and simulation variables. Planetary Consortium prognostication systems have 
been predicting rising influence by hives, gestalts and group minds, and Direct Action wishes to study 
a potential future enemy. For their part, Myrmidon states that they wish the most realistic training 
possible, although protesting Direct Action executives maintain that they, too, are studying future 
enemies. 


Mechanics 
Morph: Fenrir 
Motivations: +Exhumanism, +Personal Development, +Survival 


COG 20 COO 20 INT 20 REF 20 SAV 10 SOM 30 WIL 20 
MOX - INIT 8 SPD 2 LUC 40 TT 8 IR 80 DUR 80 WT 16 DR 160 


Active Skills: Climbing 55, Demolitions 50, Disguise 35, Fray 68, Freerunning 50, Intimidation 40, 
Kinetic Weapons 68, Medicine: Biosculpting 70, Medicine: Implant Surgery 50, Medicine Psychiatry 
50, Networking: Hypercorps 40, Networking: Scientists 50, Perception 73, Psychosurgery 75, Seeker 
Weapons 60, Unarmed Combat 90 


Knowledge Skills: Academics: Genetics 60, Academics: Psychology 50, Interests: Cutting-Edge 
Technology 60, Interests: Exhumans 70, Interests: TITAN Tech 50, Language: Cantonese (Native): 90, 
Profession: Post-Apocalyptic Survival 50, Profession: Scavenging 50, Profession: Squad Tactics 60 


Ego Traits: Anomalous Mind 
Morph Traits: Armor (16/16) 
Reputation: c-rep 50, @-rep 50 


Implants: 360-Degree Vision, Access Jacks, Anti-Glare, Basic Mesh Inserts, Cortical Stack, Cyberbrain, 
Direction Sense, Ego Sharing (1), Enhanced Hearing, Enhanced Vision, Extra Limbs (4), Heavy 
Combat Armor, Lidar, Medichines, Mnemonic Augmentation, Pneumatic Limbs, Radar, Structural 
Enhancement, T-Ray Emitter, Weapon Mount (External, Articulated, 8) 

Gear: x6 Rail Machine Guns w/ Regular Rounds, x2 Seeker Rifles w/ HE and Splash Warheads, 
Nanohives (Repair, Engineering, Protean, Dissasembler) 

Armor: 16/16 


Note that Myrmidon is a fork hive. The stats given are for typical egos encountered in the war, a 
particularly martial sub-group. Variation from ego to ego is to be expected. 


Entry 062: HARM Suits 


A Battlesuit type exoskeleton empowers its human wearer with increased strength, armor, 
and environmental sealing. A soldier's performance can expect to be improved in every way, 
but mostly in doing things of which a human is already capable. 


A HARM (Heavy ARMament load bearing) suit is designed to bring a soldier into a new role 
on the battlefield. The suits operate in a careful equilibrium; small enough to be operated 
intuitively, by echoing a body's movements(like most exoskeletons), but large enough to 
carry multiple heavy weapons, and not so large as to present a easy target. They occupy a 
middle ground, between infantry and vehicle, and are most effectively treated as highly 
mobile heavy weapons platforms. 


The first HARM suits were tested on Ragnarok's desolate landscapes in the war (Entry 60). 
They have become popular as support for long range patrols, where their mobility allows 
them to keep a light-infantry pace while providing heavy fire support. They commonly form 
the strike element of screen and strike patrols (Entry 63). 


Mechanics 
HARM suits are exoskeletons [Expensive] 


A HARM suit is typically fitted with two weapons, including autocannons, x4 standard 
seeker launchers, x24 mini seeker launchers, plasma rifles, sprayers, buzzers or torches. 
They are unsuited to melee combat and provide no bonuses. 


They provide 16/16 armor, but are not enclosed; simultaneous use of vacc suits is typical. 


Notes 
Inspired by the image Harm Suit Mk3 by Elliot Lilly. 


Entry 065: Screen and Strike 


The continued success of the war (Entry 60) is measured largely by its continued 
production of new methods and tactics; Direct Action is determined that their doctrine will 
accurately reflect the realities of rapidly changing fields of technology. One of the most 
effective tactics, adapted for use by Martian Rangers and other planet based forces, is the 
"screen and strike". 


The "screen" element consists of small, fast bots, usually saucers. They are equipped with 
small weapons with high rates of fire (commonly shard pistols or rail smgs) or stunning 
abilities (commonly microwave agonizers or electrolaser stunners). Each weapon is 
equipped with a laser sight, suited for painting targets for seekers. The "strike" element can 
consist of any combat force with sufficient seeker weapons and missiles. 


The screen element maintains a circle around the strike element. The size of the circle will 
depend on the size of the screen element, up to the limit of seeker weapons (2 or 3 km). 
Otherwise, the circle will be as large as possible while still allowing for a dense screen 
element. When a screen bot spots a hostile, it suppresses and/or stuns the target, while 
using its laser to guide in a seeker strike from the strike element. 


Ideally, this tactic allows for a patrol to effectively engage hostile infantry at virtually no risk 
to themselves, with cheap robots as the only casualties. Realistically, their are weaknesses. 
The tactic depends on the ability of the screen to detect the enemy; if an infiltrator works 
their way past, they can strike at the strike element directly. The screen element must be 
produced in great numbers, and are generally not equipped to deal with heavy threats; any 
hostile that can ignore suppression and stunning can simply push through. Finally, the tactic 
is designed for 2d open landscapes, it is nonviable in urban, 3d or otherwise complex 
environments. 


Entry 064: Butterfly Parlor 


Butterfly Parlors are one of Luna's most elegant and mildly disturbing high-class eateries, 
and look ready to move from trend to tradition. A parlor typically serves juices, teas, and 
carefully engineered butterflies called EatMes, who will attempt to crawl into your mouth. 


EatMes are genetically altered in three ways. The most important is an attraction to saliva, 
which they treat like sugar-water. Second, enhanced flavor, particularly heightened 
sweetness. Finally, they have bright and varied coloration, enhanced by a minimalist clear 
and white interior design. The EatMes fly unrestricted throughout the parlor, sipping from 
plates of sugar-water and regularly attempting to enter customers mouths, at which point 
they can be eaten. Many upper-class patrons enjoy the combination of a casual, cafe style 
atmosphere, enhanced by the elegance of the EatMes, with a key touch of perversion and 
barbarity. 


Entry 065: Dissonance Therapy 


One of the most carefully handled aspects of psychosurgery is the potential to edit an egos 
beliefs, whether beliefs of fact or more fundamental questions of values. One of the few 
seriously proposed and considered procedures to tangle with these areas is called 
dissonance therapy. 


Dissonance therapy is ultimately quite simple. The effected ego is induced into a series of 
belief systems, chosen to span the spectrum of transhuman culture as much as is possible. 
The ego might spend one day with the values of a jovian catholic, another as a barsoomian 
anarchist, another as an ultimate, and so forth. Over the long term, those who have 
undergone the procedure typically moderate their views, display a more intuitive 
understanding of the views of others, and a greater ability to draw similarities between 
systems of belief. 


On a few autonomist habs, undergoing dissonance therapy is mandatory for all immigrants 
and those entering adulthood; it is seen as a way of promoting empathy, and moderating 
extremism. The stresses of the procedure can be significant, however, causing crises of faith, 
temporary failures of identity and general confusion. For this reason, and because 
mandatory psychosurgery is opposed by many on general principle, the procedure is 
undergone primarily by voluntary philosophers and psychonauts. 


Mechanics 
Dissonance therapy is a psychosurgical procedure. 


The effects of dissonance therapy are largely reflected by roleplaying, but dissonance 
therapy is good basis for changing motivations, at the GM's discretion. 


Timeframe: 1 week 
PM: 0 
SV: 1d10 


Entry 066: Smart Constitutions 


Power corrupts, but an AI need not be human enough to have corruptible attributes. As it has grown, 
the increasing precision of formal legal language has met the improving fuzzy logic capabilities of Als. 
Many groups are now experimenting with autonomous legal systems. 


Writing a smart constitution requires a somewhat different approach than a traditional document; 
they have trouble with generalities and abstract appeals to justice. Even the smartest constitution 
tends to err towards literal interpretations, and will favor what was actually written over what may 
have been intended. They are an effective supplement to a government, but it is a risk to have them 
themselves govern. 


A smart constitution is at its best when working within a formal, written framework. They therefore 
have served best in Extropian influenced habitats, where the legal systems are formed of contracts. 
Otherwise, they are most often used as hedges against power consolidation in autonomist habitats, 
carefully defining what can and cannot be done with formal power. 


Notes 
Inspired by Anders Sandberg's smart contracts. 


Entry 067: Smart Camouflage 


Before the maturation of chameleon cloak development, the standard for military uniforms 
was smart camouflage. Like a chameleon cloak, smart camouflage consists of a network of 
sensors, and another of emitters. Unlike a chameleon cloak, smart camouflage is not capable 
of mimicking its background to simulate transparency, but it will be continually creating 
dynamic camouflage patterns best suited to its surroundings. 


Chameleon cloaks may have supplanted smart camouflage for military purposes, but it has 
been of interest to fashion ever since. Actual camouflage patterns are rarely trending, but 
the software can be altered to produce more abstract patterns that still react to their 
surroundings. As commentators have noted, however, it must be used carefully, for it can 
very easily collapse into a fractal mess. 


Mechanics 
Smart camouflage is an armor mod [Trivial] 


Smart camouflage gives +30 to infiltration tests as long as the wearer is moving no faster 
than a slow walk. 


Entry 068: Moon Worms 


Alcohol excreting, worm based symbiotic bacterial colonies, usually just called "moon 
worms" have been the bane of military discipline and blessings for isolated communities 
and egos. The moon worm, bought and stored in a desiccated, inert state, becomes active 
(although always still) when placed in water. If sugars are mixed into the water, the worm's 
symbiotic bacteria colonies begin metabolizing sugar into alcohol. A worm can be added to 
any bottle, jug or canteen of water, mixed with locally available sources of sugar and 
flavoring, and produce an alcoholic drink. 


The worms can be the genetically engineered larvae of several species, usually whichever 
the local ectogenesis labs have the genomes for. They host colonies of engineered symbiotic 
bacteria whose purpose it is to eat sugars and excrete alcohol. The worm is virtually 
invulnerable and immortal; when dehydrated it enters a stasis that can be maintained for 
almost a decade before actual death. The worms were first created on Earth, the details lost 
during the Fall. Some scum swarms maintain gene-lines of worms a half-century old, but 
this is probably just advertising and local pride. 


069: Erosion Gun 


An erosion gun, also called an ablation gun and a duster, is halfway between a sandblaster 
and a shaped charge. Based on the use of abrasive blasting and cutting in industry, the gun 
uses a powerful electromagnetic field to accelerate a fine dust (usually of copper) to speeds 
of several kilometers per second. The particles, at this speed, treat their targets as fluids, 
doing damage through deformation. 


Some barsoomians use the iron-oxides of Martian soil as feedstock for erosion guns, finding 
a neat symbolism in the use of Mars' traditional red soil as a weapon against terraformers. 
Use or ownership of erosion guns is restricted on most habitats, due to the ability of the gun 
to degrade and destroy walls and equipment. 


Mechanics 
An erosion gun is wielded with the spray weapons skill. 


Erosion Gun [Moderate] DV: 1d10 DV Average: 5 AP: Special* Ranges: An erosion gun 
uses sprayer ranges. 


*As dissasembler swarms, both energy and kinetic protect against erosion gun damage, but 
armor is eaten away, reducing Armor Value by soaked DV. 


Entry 070: Sappers 


Sappers have become infamous in the decades pre and post-Fall. They are automated mine- 
layers and manufacturers, rendering swathes of ground intensely dangerous. Many infugees 
were ultimately killed by mines created by sappers belonging to both desperate, dying 
militaries and suborned by TITANS. They are still common around the TITAN Quarantine 
Zones, and are used by militant groups as automated saboteurs and trappers. They are 
disconcertingly uninteresting, with a generic arachnid/crab body-plan, designed to keep a 
low profile. 


Sappers are by no means the smartest robots, but they can be very clever within their 
specialization. When activated, a sapper will analyze its environment, looking for choke- 
points, common pathways, roads, and any areas that appear well used or traveled. The 
mine-fields it creates are designed for that its specific area of operations; it is smart enough 
to plant large, anti-vehicle mines on roadways, scatter anti-personnel mines along trails, 
plant charges that will collapse bridges and tunnels, and even rig traps into local devices 
nad furniture. Likewise they contain libraries of potential explosive and non-explosive 
devices, thus, while frag, HEAP and plasma are common, everything from EMPs to toxic 
gasses can be found as weapons in the sapper's arsenal. 


Once a sapper has either saturated its area with mines or exhausted its feedstock, it will use 
its chameleon skin and/or grip pads to hide itself, often burrowing into regolith or clinging 
to ceilings. It will wait, scavenging for materials and rebuilding its minefields, until 


destroyed or ordered to stand down. 


Mechanics 
Sappers are robots [High] 


They must typically be supplied with special feedstock for fabricating explosives [Low] 


Movement Rate: 2/20 Max Velocity: 20 Armor: 8/8 Durability: 40 Wound 
Threshold: 8 Mobility System: Walker 


Enhancements: Access Jacks, Chameleon Skin, Enhanced Vision, Grip Pads, Fabber, Utilitool 


Mines can be treated as micro, mini or standard seeker warheads. 


Entry 071: Instinct Sets 

The instincts that transhumans are born with, whether they are humans, human-based AGIs, 
or uplifts, are, at least a soften as not, unsuited to post-singularity worlds. To those who are 
willing, however, this need not be a problem. Their ancient but irrelevant instincts can be 
replaced with those designed to meet the world they now live in. 


An instinct set is created in imitation of an effective AI. Neural networks are trained to 
perform sets of tasks in simulation. Once they have achieved acceptable levels of success, 
the methods they have developed are analysed, and the networks are streamlined. Ideally, 
the result is a breakdown of successful behaviors into sets of rules, and a neural network 
that follows those rules. These are the guidelines used during psychosurgery to wire new 
impulses and intuitions. Done correctly, someone who has never seen a gun in person will 
dive for cover instantly when fired upon, and day-traders will see no reason to throw good 
money after bad. 


Instinct sets can cover any topic that can be simulated, and range from "Game Theory in 
Politics” to "Freefall for Mud-Farmers" and "Surviving Exposure to Vacuum". 


Mechanics 
Most of the effects of an instinct sets should be roleplayed. Mechanically, they can be treated 
as re-fluffed skillsofts. 


Entry 072: Flight Bladder 


Flight is one of the old dreams of humanity, and, even with petals, experimental 
psychosurgery and and new senses, it is one of the most sought after experiences. Many 
rent or buy flight capable morphs, or spend time in flight-oriented simulspaces. Sometimes, 
flight is not elegant. The flight bladder is practical at best, often slow and ungainly, and 
scorned by neo-avians. Some find, however, a pleasant laziness in drifting effortlessly 
through the sky. 


A flight bladder works by taking in light-than-air gasses (usually helium, from convenient 
tanks) and simply storing it, for as long as days. The bladder can exhale small amounts of 
gas at a time, for propulsion or when it is time to return to ground. A bladder cannot be 
used in environments where gravity is to heavy, and/or atmosphere is to light. They are 
redundant in micro or zero gravity. They are as yet found only on moons 


Flight bladders are most popular among neo-octopuses, whose body-plans adapt well to 
drifting and floating. Often it is an easy replacement for the ink-sac. The bladders, however, 
are redundant to neo-avians, not strong enough for most synths, and unless installed and 
used very carefully, render hominids hilariously off-balance. 


Mechanics 
A flight bladder is bioware [Moderate] 


A flight bladder grants a morph the microlight mobility system, as the robotic enhancement. 


Entry 073: Predictive Profiles 


Behavioral psych software automatically can build a psychological profile based upon a 
subject's data. A skilled psychosurgeon/AI programmer can graft that profile on an AI 
framework, creating an AI that, while definitively non-conscious, acts in ways consistent 
with the original. Such an AI can be used to predict the actions and decisions of important 
figures. 


An arms race has developed between the major polities, developing predictive profiles for 
the most influential of their opposition. The autonomists are at a disadvantage; in a 
sousveillance society, useful subject data is easy to come by, whereas the important figures 
of the Planetary Consortium and Jovian Republic generally appear only in scripted 
appearances, which are much less useful for creating profiles. 


If you have computer power to spare, genetic algorithms can bring your profiles to another 
level. Generate as many profiles as is practical, slightly randomize them, and recombine 
them based on their ability to predict the behavior of their subject. Given enough time, such 
a profile might approach ego status, qualifying as a fork or AGI. 


Plot Hook: A predictive profile of one of the Titanian Commonwealth's social democrat 
party's most influential makers president, created by an Extropian psychological warfare 
service on the behalf of the Planetary Consortium has become so well refined and fleshed- 
out it qualifies as a high-level delta fork. Then the fork was leaked, or possibly escaped. A 
major diplomatic incident, possibly even the re-ignition of war between the inner and outer 
system is possible, and the fork has turned to the players for help. 


Entry 074: Creche 


Crèche infestations are one of many reasons salvage teams don't come back, and the rest 
keep incendiaries and disassemblers handy. When the ship or hab they open is filled with 
soft, white flesh, they throw as much fire, plasma and nanites at it as they have, and run. 
Those who encounter the beings those masses give birth to are generally either killed, or 
recruited into Firewall. 


The mass of tissue is soft, and yields too easily to the touch. The surfaces are covered in 
complex ridges, like the gills of fungi. There are sometimes slowly contracting holes, places 
where the ridges have been pushed apart by something emerging. The mass is largely 
unaffected by bullets, but area-of-effect weapons, explosives and disassemblers are very 
effective. Inhalation of particles blown off by weaponry will invariably infect the 
unfortunate inhaler. 


Mechanics 
Crèche is a biological strain, infecting biomorphs and pods. 


Stage 1: (Initial infection to one month) In the early days of infection, the only symptom 
is an increased appetite. The victim will begin to gain weight, but not as fat. A new type of 
tissue is growing throughout the victim's body: a fibrous, pseudo-fungal network grown 
from hijacked lymph nodes. The infection can only be diagnosed with a tissue sample or 
detailed medical scan. 


Stage 2: (One month to two months) Once the infection has infiltrated the victim's brain, 
and built a sufficient store of energy and nutrients, it will implant a nesting desire into the 
victim. They will gather as much organic material as they can manage, piling it into a hidden 
niche. When they are satisfied that they have enough, they will burrow into it. The infection 
will no longer maintain its host's body, using it and the gathered organic matter as it grows. 
The growing flesh is a pale, off-white globe, with ridges and valleys tracing its surface. 


Stage 3: (Two months+) Once a critical volume (not mass) is reached, the flesh has 
become a crèche. A simple, but powerful genetic computer, it endlessly recombines the 
genetic material of its former victim. Any of these combinations that prove viable are 
gestated, slowly moved from the center of the crèche to the periphery and expelled once 
mature. The behavior of the beings, like their anatomy, are not consistent, except for basic 
instincts not to harm the crèche and to bring it organic matter. 


Left alone, a crèche's expansion will be limited only by the volume of it's environment and 
the amount of organic matter it can absorb. A very mature example might fill every square 
centimeter of a ship or station, packed with the unborn, waiting for there to be enough 
room for delivery. 


Entry 075: Creche-Wolt 


A créche-wolf looks like a large, hairless dog, with flat black eyes. It has neither feet nor 
paws, but all four limbs end in human hands. The hands give it good balance and grip, but it 
can still run on its knuckles for speed. Its mouth extends farther back along its head than 
any natural canine; it can open its jaws very, very wide. When it does so, it reveals a human 
face and two grasping human arms, as if someone it swallowed is reaching from its stomach. 


The tactics of créche-wolfs in combat depend on whether it is acting alone or as part ofa 
pack. If acting alone, the créche-wolf will attack only from ambush, and flee if engaged on 
anyone else's terms. In a pack, however, they are extremely aggressive, rushing towards 
targets from multiple directions. A créche-wolf will usually attempt to tackle a victim to the 
ground, open its jaws, and pull the victim in to its mouth with its arms. 


Mechanics 
COG 5 COO 20 INT 15 REF 20 SAV 5 SOM 25 WIL 10 
INIT 6 SPD 2 DUR 45 WT 9 DR 75 LUC 20 TT 4 IR 40 


Skills: Climbing 30, Fray 30, Freerunning 40, Infiltration 40, Intimidation 40, Perception 30, 
Unarmed Combat 50 

Enhancements: Bioweave (Heavy), Cyberclaws, Neurachem (Level 1), Muscle 
Augmentation 

Movement Rate: 4/30 

Attack: 1d10 + 6 DV, AP -2 

Armor: 3/4 


The créche-wolf is one example of the beings a créche gives birth to, but there are infinite 
varieties. A créche is an opportunity to use fantastical monsters in your Eclipse Phase game. 


Entry 076: Earth Reconstruction Therapy 


Earth reconstruction therapy sought to treated traumatized fall survivors with a recreation 
of pre-fall earth life, slowly easing patients into the reality of the post-fall system. Those not 
in such programs struggle with culture shock, social isolation, and the simple practical 
difficulties of life in space, on top of any mental trauma. Psychosurgeons and therapists 
found that comfortable, familiar environments aided recovery of many patients. 


Many of the patients, however, have refused any attempts to remove them from the 
simulation. They are embracing their simulated but familiar lives, resisting all attempts to 
acclimate them tot he real world. It is possible they will have to be forcibly ejected from the 
simulation, but this would seem a second Fall, compounding on their existing trauma. 
Several hypercorps made offered to purchased the simulspace, intending to allow the 
patients to maintain their denial, maintaining the system as an Earth-like test-bed for new 
products. 


Plot Hook: An Argonaut archivist has uncovered records suggesting that a hypercorp 
committed crimes against humanity. The acts were witnessed by one of the reconstruction 
patients. Can the players extractthe witness before the hypercorp buys the simulation? 


Entry 077: Neolenic Elephants 


Elephants had always been on the short list for uplifting. Their natural intelligence and 
sociability made them seem like obvious candidates. Their long gestation periods and 
requirements for space, as well as their low numbers and associated genetic homogeneity, 
however, made uplifting difficult in practice. 


One Somatek team had a clever solution. A neotenic elephant, never developing beyond 
childhood, will stay small, around one meter tall and 140 kg in weight. The trunk can be 
both strengthened and made more dexterous, giving them an agile, grasping limb. Their 
general cuteness is an added bonus; it was predicted they would be more accepted by 
society than other uplifts. 


It was as the team was moving from physiological work to mental and social, the beginning 
of the uplifting process proper, that the Fall occurred. Some of their members and data were 
evacuated from Earth, but the elephant uplifting process had been dealt a mortal blow it has 
yet to recover from. Only the physiological blueprints remain, in the form of a neotenic 
elephant morph. 


Mechanics 
Neotenic elephants are biomorphs [Expensive 20,000+] 


Implants: Basic Biomods, Basic Mesh Inserts, Cortical Stack 

Aptitude Maximum: 30 

Durability: 50 

Wound Threshold: 8 

Advantages: +5 SOM 

Disadvantages: 1 arm, quadrupeds have a difficult time in microgravity (-30 to Free Fall 
Tests) 

CP Cost: 20 


Entry 078: J.0.E. 


Joseph Oliver Easley was born in London a quarter-century before the Fall. He showed an 
early aptitude for mathematics and it was no surprise when he majored in mathematics, 
then began graduate work on computer science. He was corrupted into insanity by a TITAN 
virus during the Fall, a fate which has given him a dangerous curiosity for TITAN tech. 


Reinstated from his university's off-world backup, he found himself an infugee. He signed an 
indenture contract working as mesh security for the Mars Authority, but by the time it was 
ended he had discovered that he enjoyed infomorph life. He sold his newly earned body and 
migrated to Glitch. There he began working as a hacktivist, seeking to uncover hypercorp 
secrets. 


J.0.E. was made in AF 8, in a Firewall dead drop server. Joseph had instantiated a beta fork 
(J.0.E.) directly on the server to reduce latency. Suddenly, however, the server was 
disconnected, trapping J.0.E. inside. Firewall interviewed the hacker fork they had captured 
and, having a use for his skills and seeking to prevent his interest in TITANs from becoming 
dangerous, recruited him. 


J.0.E. is resentful of Firewall's restrictions on him; he is not bothered by his status as 
software, and happy to have the opportunity to uncover secrets and investigate TITANs, but 
would rather do so on his own terms. Firewall tends to loan J.0.E. to teams requiring a 
hacker, keeping him in a special portable server-prison that disallows forking or exporting. 


Mechanics 
Morph: Digimorph 


Motivations: +Freedom, +Virtual Reality, +Hacktivism 


COG 20 COO 10 INT 10 REF 10 SAV 10 SOM 10 WIL 10 
MOX - INIT 4 SPD 3 LUC 20 TT 6 IR 60 DUR -WT - DR - 


Active Skills: Fray 20, Hardware: Electronics 58, Hardware: Robotics 58, Infosec 60, Interfacing 60, Medicine: 
Nanomedicine 55, Networking: Scientists 50, Pilot: Groundcraft 40, Programming 60, Psychosurgery 40, 
Research 50 


Knowledge Skills: Academics: Computer Science 50, Academics: Cryptography 58, Academics: Mathematics 58, 
Interest: Science Fiction 58, Interest: Simulspace 63, Interest TITAN Tech 63, Language: English (Native) 80, 
Profession: Darknet Operations 58, Profession: Mesh Security Operations 68 


Reputation: @-rep 50, i-rep 40, r-rep 50 

Implants: Mnemonic Augmentation 

Note that J.0.E. is a beta fork. 

Using J.0.E.: I've made J.0.E. with the intention of acting as a convenient "hacker-in-a-box" for groups lacking an 


infosec specialist. His interests in TITAN tech also let him act as adviser, minor antagonist, or instigator of 
TITAN/singularity seeker oriented missions. 


Plot Hook: Joseph Oliver Easley is still out there somewhere, a skilled hacker who would 
love to know all that J.0.E. has learned from Firewall. J.0.E., resentful as he is, would not like 
an attempt re-merging after their long time separated. If he has learned to trust the players, 
he may ask him for help carrying out a preemptive strike on Joseph. 


Entry 079: Sensor Grenades 


Sensor grenade and missiles have become one of the most used pieces of armament in many 
military and police forces. A sudden onslaught of the terahertz-wave radar emitting and 
sensing warheads is a common prelude to a raid on Mars. Others use sticky grenades as 
discrete sensor traps, hiding them throughout a location, then activating them all at once for 
instant omniscience. 


Typically the grenade/missile is thrown/fired, but will not automatically activate. Rather, 
the user sends a command to activate, the sensor gives off one quick burst of t-rays, then 
sends its information to its user in another quick burst, lasting in all only fractions of a 
second. Each pulse only gives a still image; grenade scan emit as often as the user 
commands, while missiles usually only work once. Models using their emitters and sending 
data continuously were ultimately abandoned as they opened too easy a route for hackers 
into the sensorium of users. 


Mechanics 
Sensor grenades/missiles are used with the Throwing Weapons/Seeker Weapons skills. 
[Low] 


Like other grenades and missiles, sensor grenades/missiles are available in standard, micro 
and mini sizes. A standard grenade or minimissile gives off a t-ray pulse as the t-ray emitter 
augmentation, effective out to 20 meters in atmosphere or 100 in vacuum. A micro grenade 
or micromissile has half the effective range, a standard missile has twice the effective range. 


Entry 080: Sustenance spores 


Sustenance spores come in small, freeze-dried plastic pouches. Mixed into organic material, 
the spores will grow into large, puffy fungi, converting the organic matter into edible 
proteins and carbohydrates. Once matured (after about 48 hours) the user can harvest large 
puffballs, with remaining inedible material sequestered as "pits" in the center. 


Derived from yeast and other fungi, the sustenance spores were developed and marketed as 
a survival tool. One gram of spores could produce a kilogram of edible fungi, requiring only 
inedible organic material (such as dirt or rotten food) and a small amount of water. The 
resulting mushroom, roughly spherical with a hard core like a peach pit, can be eaten like a 
fruit. They became a staple in impoverished areas of pre-Fall Earth, and a minor ecological 
disaster when biohackers, hoping to liberate the impoverished from buying the spores, 
made the fungi fertile. Some gatecrashers will still bring small spore packets in case they 
encounter a world with suitable organics. 


Entry 081: Eusocial Monkey Butlers 

The eusocial monkey butlers of many gerentocrat hyperelite estates are the unlikely 
application of two experiments in monkey domestication. First, the use of monkeys as 
service animals was bolstered by the development of "smart" breeds, bred and engineered 
for intelligence, sociability and trainability. Second a retired genetic engineer and nouveau 
hypoerelite used some of his fortune to splice naked mole rats with macaques, attempting 
to produce a eusocial primate. The engineer eventually mixed his eusocial monkeys with the 
helpful smarts, selling the resulting species as animal servants for the home. 


Eusocial monkeys gain most of their brains from macaques and naked mole rats, and their 
bodies from capuchins. They are divided into three castes, usually numbering two to four 
dozen in total. The first caste are the housekeepers: they interact most often with people, 
helping and performing chores. The second caste are the hivekeepers: they maintain the 
monkey hive, receiving and preparing food, caring for the young, and whatever 
maintenance is required. The third caste are the mothers: they will spend most of their lives 
pregnant, maintaining the hive's numbers. A eusocial monkey butler hive is usually given its 
own room, with small tunnels leading throughout the house. The monkeys will build their 
hive from fabrics and woven string; if not provided with this material they may resort to 
scavenging. 


The usefulness of the monkey butlers comes from their numbers and intelligence. A single 
hive supports enough housekeepers for all but the largest manors, They can be trained to 
carry out most of the tasks required of a house servant, from cleaning to simple cooking. 
Only one monkey has to be taught, however, as the monkeys are eager to teach each other 
anything important they may have learned. 


Mechanics 
Treat eusocial monkey butlers as Smart Monkeys, sold by the hive. [Expensive] 


Entry 082: Zombies 


The existence of asynchs and their sleights gave rise to huge new questions about 
transhuman consciousness and egos, and new ideas as to what could be done with 
transhuman consciousnesses and egos. A research team funded by Direct Action, Fa Jing and 
Somatek were assigned the "unconscious lead" chi slight. Specifically, hypercorp higher-ups 
wanted to know if the effect could be reproduced with psychosurgery. They succeeded. 


Zombies, those who have undergone the procedure, have no apparent consciousness, and 
the unconscious sections of the brain are given free reign. Zombies are nonetheless quite 
competent in everyday life; they may require supervision when dealing with unknowns, but 
are entirely capable of maintaining a basic routine. One of the largest changes in function is 
a loss of direction. Commonly zombies are given specialized Muses to assist them in 
navigating unexpected problems. Without a conscious mind prioritizing tasks, a zombie will 
simply do whatever falls in line with their basic instincts, whatever they can recognize as 
critical, and, most importantly, whatever they have been trained to do or ordered to do by 
recognized authorities. 


Control of zombies is handled in two parts. First, before the procedure, the ego is given 
exhaustive training in whatever tasks they may be required to do. Second, during the 
procedure, the ego is imprinted with a deep-seated instinct to obey certain people, their 
muse, or other sources of orders. Once this has been done, the completed zombie will accept 
commands as if it were their own will. 


Zombies are goal-oriented to the point of suicide. Left to their own devices, their basic 
aversion to pain keeps them from harming themselves, but they will ignore pain, injury and 
immanent death when pursuing a goal (unless ordered to preserve themselves). They can 
also be highly suggestible; isolated from their muse or superior, or improperly imprinted, 
they tend follow any suggestion that is not obviously a bad idea. 


Mechanics 
Creation of a zombie is a psychosurgical procedure. The zombie gains +1 speed, and do not 
take SV. 


Timeframe: 1 month 
PM: -30 
SV: - 


The procedure is irreversible. 
Notes 


Inspired by the zombies from Peter Watts’ Echopraxia, and the PRISM theory of 
consciousness. 


Entry 083: Blood Coral 


In small patches across the TITAN Quarantine Zone can be found patches of pale, perforated 
rock, grown into comforting fractals, with swoops and alcoves offering shelter. Only synths 
dare take refuge there, however. Upon sensing flesh, through unknown means, the rocks’ 
makers and residents begin to snake long, red tendrils from their holes to feed. 


The tendrils of blood coral are treated as having fractal digits, capable of slowly 
disassembling their prey on a molecular scale, passing molecules down the tendrils, from 
hair to hair, to fertilize the roots. This rarely does significant damage; the process is quite 
painful and impossible to ignore. The bigger threat is the holes the tendrils leave as they 
burrow through vacc-suits. 


Mechanics 
As with fractal digits, blood coral does 1d10 DV per 5 minutes. 


Blood coral only reacts to biomorphs, which they are able to sense even through vacc-suits. 


Entry 084: Dirt™ 


Pound-for-pound the most popular nanoswarms in the system, it is Dirt™ that allows 
Earth's plant-life to flourish on Mars, just as it once served as the backbone for the Saharan 
reclamation projects. Dirt™ can be mixed into hydroponics, mixed into soil, or serve in place 
of soil, as well as acting as simple medichines for plants. Dirt™ will kill harmful microbes 
while supporting beneficial ones, sequester toxins, hold water, accelerate composting, and 
deliver nutrients, seeing to it that your plants' health is served from the molecule up. 


Mechanics 
Dirt™ is a nanoswarm [Low] 


Plot Hook: Dirt™ is also very effective at breaking down bodies. Remnants of a firewall 
agent are identified in a Martian dirt-farmer's compost. The farmer is the obvious suspect, 
but is unlikely to have been able to have killed the agent themselves. How far might Dirt™ go 
to secure nutrients for its plants? 


Entry 085: Nanoseeds 


Proteans are the current peak of light nanofabrication technology, but nanoseeds occupy a 
reliable niche as inexpensive, single-use fabricators. Nanoseeds consist of compacted pellets 
of dormant protean nanites. Unlike with protean swarms, nanoseeds come pre- 
programmed with a single blueprint and enough stored energy to produce it. Plant the seed 
in a suitable substrate, let it cook, and brush the dirt off your new piece of gear. Protean 
swarms give you more bang for your buck, but nanoseeds are small and relatively 
inexpensive; it is common for gatecrashers, scavengers and nomads of all types to carry 
small packs of seeds as backup for vital equipment. 


Mechanics 
Nanoseeds work only once, have no means of mobility, and cannot be reprogrammed. 


Nanoseeds are nanoswarms [Cost of Equipment] 


Entry 086: Manna Trees 


Manna trees are one of the most beloved of engineered and domesticated plants. One of the 
many children of celebrated bio-hacker Gloria de la Poer, whose gift of manna trees to 
humanity offset some of her infamy. Manna trees are designed to be of use to humanity in as 
many ways as possible. They bear two types of fruit (one highly nutritious and one 
containing water), their inner bark, like willow bark, produces aspirin, their leaves can be 
easily made into paper or fiber, their metabolisms sequester airborne pollutants, and their 
wood is hard and resistant to rot. 


After the destruction of Earth, few manna trees remain. Pre-Fall, only Mars and Titan hosted 
living trees. Genetic material and information from manna trees was briefly one of the most 
valuable commodities on the planet. Currently, groves of manna trees can be found growing 
on Mars, Luna, Titan and Ganymede, but most habitats capable of supporting tree-growth 
will keep at least one. 


Notes 
Inspired by the trees of the same name from Paul McAuley's The Quiet War. 


Entry 087: Gloria de la Poer 


Gloria de la Poer was born in the then-new Nytrondheim dome of Valles New-Shanghai on 
Mars. Her mother was one of the scientists in charge of early terraforming efforts, her father 
a security contractor who died early in her life. Her education was informal, run by 
educational software, with ad-hoc lessons from her mother. She eventually became 
impatient with software and other tutors, learning from her own experiments and research. 
By the time she had become an adult she was ready to work on terraforming with her 
mother, but she instead chose a long trip to Earth. 


Pre-Fall Earth was not yet dead, but it was still dying. Those sections of humanity not 
wracked by drought, famine and their associated wars were engaged in hundreds of 
projects hoped to buy the biosphere time. Gloria de la Poer began freelance work for these 
projects, spreading her talents and reputation widely across scientific networks. It was here 
that she created the first manna tree. Whether Earth could have been saved will forever be a 
mystery, as the TITANs brought a sudden conclusion to the struggles of the planet. When 
the evacuation of Earth began, she was considered a priority, and on one of the first ships 
out. 


Evacuated to Luna, she made a great deal of money selling biological samples and genetic 
material she had been able to bring with her from Earth, as well as helping to design 
ecological systems for the new habitats and expansions necessitated by the diaspora. She 
was able to purchase a private habitat in Lunar orbit, complete with some of the best 
biological labs in the system. She now spends her time on her own research, emerging only 
to sell some of her results when needed. 


Gloria de la Poer is interested in immortality. Her personal immortality is assured; she has 
backups, medichines and a cortical stack like everyone else. She is interested in creations 
that will live beyond her, and has a fixation on children, literally and figuratively. Her 
progeny include her son, enhanced for speed and loyalty, and serving as her bodyguard, her 
two daughters, both enhanced for intelligence, and both now independent and working on 
their own projects, and a variety of smart animals spliced with sections of her DNA. She is 
currently attempting to create a morph that will periodically metamorphize, resetting its 
biological clock as well as altering itself as necessary. 


Mechanics 
Morph: Menton 
Motivations: +Science, +Personal Career, +Immortality 


COG 30 COO 15 INT 20 REF 15 SAV 20 SOM 15 WIL 20 
MOX - INIT 8 SPD 1 LUC 40 TT 8 IR 80 DUR 35 WT 7 DR 53 


Active Skills: Animal Handling 60, Interfacing 80, Investigation 50, Medicine: Biosculpting 75, Medicine: Gene Therapy 70, 
Medicine: Nanomedicine 70, Networking: Ecologists 50, Networking: Hypercorps 78, Networking: Media 40, Networking: 


Scientists 68, Perception 50, Persuasion 60, Protocol 80 


Knowledge Skills: Academics: Biology 85, Academics: Economics 75, Academics: Genetics 75, Interest: Smart Animals, 
Language: French (native) 80, Profession: Biodesign 85, Profession: Lab Technician 75 


Reputation: c-rep 150, r-rep 90 


Implants: Basic Biomods, Basic Mesh Inserts, Cortical Stack, Eidetic Memory, Hyper Linguist, Math Boost, Enhanced Hearing, 
Enhanced Vision, Medichines, T-Ray Emitter, Clean Metabolism, Enhanced Pheromones, Endocrine Control 


Notes 
Inspired by the character Sri Hong-Owen from Paul McAuley's The Quiet War. 


Entry 088: Metamorph 


Metamorphs are the current pet project of Gloria de la Poer (Entry 87), one of her personal 
visions of immortality. Gloria does not believe in immortality as preservation, to her mind 
change is always necessary and stagnation to be feared. Her metamorphs are designed not 
to be able to fit a single purpose, but to fit themselves to many purposes as may be needed. 
A metamorph can survive on Mars, in the seas of Europa, and the Venusian skies, or act as 
an effective socialite, savant, or combatant, as long as it is given time to prepare itself. 


The primary feature of the metamorph is its ability to metamorphize. The morph can begin 
metamorphosis as a conscious decision, with control over what changes occur. In the first 
stage, the morph begins to secrete large amounts of fluid from all pores and orifices. This 
fluid hardens into a tough, tight shell. Once this has been done, the morph releases 
specialized, symbiotic retroviruses, rewriting the changing genetic code. Accelerated 
apoptosis and mitosis occurs, rapidly replacing old cells with those expressing the new 
modifications, and building new tissues and organs as needed. Once this process has been 
completed, the morph secretes an enzyme, dissolving the shell, and emerging. The brain and 
continuity of the ego are carefully maintained; unless brain altering modifications are 
chosen, in which case no promises can be made. The ego remains in a dreamless sleep 
during metamorphosis. 


Mechanics 
Metamorphs are biomorphs. 


Enhancements: Basic Biomods, Basic Mesh Inserts, Cortical Stack 
Aptitude Maximum: 30 

Durability: 40 

Wound Threshold: 8 

Advantages: Metamorphosis*, +5 to two aptitudes of the player's choice 
CP Cost: 50 

Credit Cost: Expensive (75,000+) 


*The metamorph is capable of metamorphosis, secreting a hard shell (treated as carapace 
armor (11/11)), and altering its form. The metamorph may re-select its aptitude bonuses, 
and shift between up to 25,000 credits worth of bioware. The metamorph may also heal 
itself, as ifin a healing vat. This process takes 24 hours plus 1 hour per cost category of 
gained or lost enhancements (as with nanofabrication) and point bonuses. Healing time is 
added to this total. 


Entry 089: Cultures 


"Cultures" are a brand of traditional probiotic foods, popular on Venus, Luna and Mars. 

They are small cookies of edible plastic, shaped like petri dishes, filled with sauerkraut, kefir, 
miso, yogurt or soft cheeses. The probiotic nature of the filling means that they cannot be 
preserved as long as most foods; they are usually sold from vending machines maintaining 
vats of slowly fermenting bacteria, filling the cookies as ordered. 


Plot Hook: Cultures vending machines are a good vector for bacterial infection. An 
unknown person or persons has inoculated a kefir vat with a retrovirus causing the bacteria 
to excrete the fear-instilling toxin flight. Authorities have treated those effected, destroyed 
the vending machine and dismissed the act as Autonomist art-sabotage. Firewall, however, 
believes this was a dry run for a larger, much more lethal attack. 


Entry 090: The Agage 


"A normal soldier would not sacrifice a limb like Aquinas just had; seven decades of the 
knowledge that limbs were irreplaceable, and that the loss of one could lead to death, 
worked against it. This wasn't a problem with Special Forces soldiers, who never could not 
have a limb grown back, and who knew their body's tolerance for damage was so much 
higher than a normal soldier could appreciate." ~Old Man's War 


Direct Action has the war (Entry 60), the Ultimates have the agogé. 


Named for the educational system of ancient Sparta, the agogé is a simulspace project in 
which the Ultimates raise their children. Children are generated by algorithms remixing and 
improving the genes of proven Ultimates; their parent (they have only one) is an unrelated 
Ultimate fulfilling a duty. 


The simulspace environment consists of a small, frozen moon in an elliptical orbit around a 
Uranus-like gas giant. The elliptical orbit of the moon brings it periodically within the 
powerful radiation belts of the giant, and so life is divided into two seasons, each 
approximately eight months long. In the "hot" season, heavy radiation forbids surface life, 
and family pairs spend all their time in bunkers. This is when formal, historical, scientific 
and ideological education takes place. In the "cold" season, the parent and child pairs mine 
ore and ice, trying to scavenge enough feedstock to last their fabbers and makers through 
the hot season. Raiding takes place regularly. Killing is neither encouraged nor discouraged; 
it is expected that half or less of the children will survive the agogé. 


The tough conditions breed tough Ultimates. They have hands-on experience with all the 
realities of out system life; they learn to wear and repair vaccsuits, mine, program fabbers, 
fight, steal and above all else, survive. They are accustomed to cold, poorly-mixed air, and 
injury. They have little material expectations; their parents teach them to strive for the 
virtues of the Ultimate's philosophy. 


The children are born into their remade biomorphs. Baselines tend not to fully trust the 
greater tolerances of a remade morph, even after years their expectations have deep ties to 
the body they were born in. The children do not need to become accustomed to the 
capabilities and tolerances of their heavily engineered bodies; to them drinking salt water 
and sleeping two hours a day are only natural. 


Experimentation has concluded that it is actually best if the children are at least partially 
aware of the simulated nature of their lives. Throughout their education they will have been 
told that they are being tested, and that if they succeed they will be brought to the others of 
their kind. Once a child has been deemed sufficient to graduate into reality (usually between 
16 and 18 years of age), they undergo a coming-of-age ceremony, testing their willpower by 
requiring them to drown themselves. If they succeed, they awaken in Xiphas, the Ultimate's 
home station, that which they have been striving for. Because of the small poulation of the 
simulation, the Ultimates can run it at 10x real speed; they can raise a generation every 1.6 - 
1.8 years. 


Plot Hooks: One child has proven more capable than the Ultimate's could have hoped for. 
She has deduced the precise nature of the simulspace and been testing its limitations. This 
has caused an internal rift among the Ultimates. Some believe she is dangerous and 
troublesome, and will inevitably fight Ultimate authority. Others believe she is the agogé's 
greatest success; what better strength than to break from a trap? Firewall would be 
extremely happy if she were extracted and recruited. 


Entry 091: Yutani Nu 

Yutani Nu was one of the first raised in the agogé (Entry 090), and one of the best. He was 
the first agogé student to be raised to the rank of exemplar, is a recognized master of 
several martial styles, and a respected scholar of Ultimate philosophy. Rumors say that he 
was parented by an autarch; he certainly seems to have received the best possible tutoring. 


Nu was instantiated into the agogé as a newborn, the best of thousands of combinations of 
Ultimate and remade genetics, engineered for willpower in the face of adversity. Like all 
agogé students, he spent his early years learning the basics of outer system survival, and 
combat. He killed early, a fellow student during a botched raid on his bunker. The next time 
he was attacked, he managed to kill a parent from ambush, but took her student hostage 
instead of killing him. He treated the girl as a fellow student, playing war-games, sparring, 
and studying with her. When she was killed by a malfunctioning vaccsuit, he recycled her 
body personally. 


On his graduation from the simulation, Nu hit the ground running. He volunteered for any 
mercenary contracts available, taking part in TQZ incursions, gatecrashing missions and 
special actions against the seceding Morningstar Constellation. Upon achieving the rank of 
exemplar, his interests have become more abstract, and he mixes philosophical study with 
sports, sparring and games. It is expected he will apply for agogé parenthood soon. 


Mechanics 
Morph: Remade 


Motivations: +Ultimates, +Personal Development, +Survival 


COG 20 COO 20 INT 15 REF 15 SAV 15 SOM 30 WIL 30 
MOX - INIT 6 SPD 1 LUC 60 TT 12 IR 120 DUR 40 WT 8 DR 60 


Active Skills: Animal Handling 45, Blades 78, Climbing 60, Demolitions 40, Fray 63, Free 
Fall 45, Freerunning 70, Hardware: Industrial 60, Intimidation 45, Kinetic Weapons 83, 
Medicine: Paramedic 50, Navigation 35, Networking: Ultimates 45, Perception 55, Pilot: 
Groundcraft 45, Seeker Weapons 45, Throwing Weapons 50, Unarmed Combat 90 


Knowledge Skills: Language: Hindi (Native) 80, Academics: Philosophy 85, Academics: 
Psychology 60, Interest: Ancient Sports 60, Profession: Post-Apocalyptic Survival 60, 
Profession: Scavenging 60 

Ego Traits: Ambidextrous 

Morph Traits: Uncanny Valley 

Reputation: c-rep 50, u-rep 90 

Implants: Basic Biomods, Basic Mesh Inserts, Circadian Regulation, Cortical Stack, Eidetic 
Memory, Hyper Linguist, Enhanced Respiration, Enhanced Hearing, Enhanced Vision, 


Medichines, T-Ray Emitter, Temperature Tolerance, Toxin Filters, Clean Metabolism 


Notes: Mechanically, Yutani Nu is typical for a product of the agogé, and the stats could 
easily be used for other such characters. 


Entry 092: The Precociousness Problem 


Transhumanity has many offspring. Engineered smart animals, Als and AGIs, loose beta and 
delta forks, but fewer and fewer children. Fertility rates among transhumans are low. It is 
expensive to bear and raise a child, requiring space, time, and bodies that not everyone has 
access to. It is only natural to want the best for your child, and the plasticity of 

children's brains and bodies take very rapidly and naturally to augmentation. The lost 
generation were only the beginning. 


The agogé (Entry 90) promises to raise Ultimates with an ideological purity and an adoption 
of transhuman technology and capability that overshadows their old-fashioned seniors. To 
the members of an ideology prizing self-improvement above all, to become obsolete and 
irrelevant is worse than death. 


This is the precociousness problem: any children raised to the fullest transhuman potential 
will very thoroughly surpass their parents. Those children will create and raise their 
children better than their parents could. Then their children will overcome them, and so on. 
It is a long term singularity, carried out over generations. Bio-conservatives fear an 
inevitable specialization leading to exhumanism, hyperelites fear the loss of their position, 
most others fear irrelevance. 


Entry 093: Static Wind 


Mars is a windswept planet, and the TITAN Quarantine Zone is no exception. Mars’ 
atmosphere, even after many years of terraforming, is thin, and wind rarely has the power 
to be dangerous. In the TQZ, nothing can be taken for granted. 


Experienced stalkers know to take note of the color and shine of any windswept dust in the 
distance. Too grey and too gleaming means a static wind; get out of its way. A static wind 
carries a massive static charge, powerfully shocking anything in its midst. The winds seem 
somehow faster than their mundane counterparts, and moves towards possible targets with 
an accuracy that is slightly higher than models would suggest. The TQZ's denizens are not 
immune; if wastewalkers, ny’knikiin or exsurgents are found dead, with no visible wounds, 
watch for a static wind that may still be scouring the area. 


Scientists have speculated that static wind is generated by the damaged power systems of 
destroyed TITAN nanoswarms, but samples contain no more dead swarms than any other 
TQZ dust storm. Stalker common wisdom is that the winds are loose TITAN weapons, or 
perhaps a cleaning system. No one knows much for certain. 


Mechanics 
Static winds move quickly; characters can be caught within them for a maximum of 1d4 
turns. Every character caught within a static wind is damaged as if by a stunner every turn. 


Entry 094: Microraptors 


Exotic pets are a lasting trend among the wealthy of the Planetary Consortium. Some 
animals, like dogs, are perennial favorites. Some, like smart hawks, are the rediscovery and 
the resurgence of ancient aristocratic pastimes. As the market grows, so too does the 
demand for the truly exotic. 


Microraptors are reconstructions of paravian dinosaurs, however, microraptors lived too 
long ago for any DNA to be recoverable, so genetic engineers recreated their physiology 
from similar species, primarily birds. Unlike birds, microraptors have four wings, and are 
skilled in both short flights, gliding and climbing. As pets and smart animals they have been 
enhanced. Their intelligence and therefore trainability has been increased, raised to the 
approximate level of a baseline dog. Their claws and feet have been reshaped for dexterous 
manipulation, and augmented with grip pads. Finally, their plumage is dramatically shaped 
and colored for aesthetic effect. 


Mechanics 
Microraptors can be treated as smart hawks, with claws replaced by grip pads. 


Entry 095: Brownies 


Servitors as robotic servants are perfectly acceptable. The wealthier homeowner may 
prefer something with more discretion, and a more artful design. Brownies, inspired 

by Scottish folklore, act as small, quiet, and very, very fast household servants.They are 
humanoid, monkey-like robots built for great speed and agility. Commonly they are 
engraved with Celtic knotwork, or custom designs significant to the owner. They will 
communicate with your muse and work when you are asleep or away, otherwise they hide 
and recharge. 


Mechanics 
Brownies are small robots [Medium] 


Movement Rate: 4/20 Max Velocity: 20 Armor: 4/4 Durability: 25 Wound 
Threshold: 5Mobility System: Walker 


Traits: Reduced Size 


Enhancements: Access Jacks, Enhanced Vision, Reflex Boosters 


Entry 096: Evolved Interrogation 


Transhuman society produces, processes and stores immeasurable amounts of information 
every day. Information is power, and the roles of hackers and infosec specialists are secured 
by the wealth of information stored digitally. Some of the most useful information, however, 
still comes from transhuman egos, if they are willing to share. Even psychosurgical 
interrogation has its limits, and so Ozma has developed the evolved interrogation program. 


The evolved interrogation techniques developed by Ozma require large amounts of 
computing power and time, but the success of the process is inevitable. First, the ego to be 
interrogated is forked. Each fork is subjected to a series of stimuli; random variations on 
sets of stimuli that were successful in previous interrogations. Those sets of stimuli that 
provoke the most useful responses in the ego are used as the seeds for the next generation. 
The effect is to generate, through genetic algorithm, programs of torture, illusion, pleasure 
and other, stranger stimulations that will best prize information from an ego. 


Plot Hook: The Ozma program has been running for so long, against so many egos that its 
methods are beginning to resemble primitive basilisk hacks. To fully pursue this line of 
research will require computing resources difficult even for Ozma to acquire. Firewall has 
become concerned with the sudden demand for computing power in the inner system, and 
tasks the players to investigate. 


Entry 097: Chimera 


Chimera is an Earth-like world, with 90% Earth's gravity, freshwater seas covering 60% of 
the surface, and a slightly higher intensity of light from its closer orbit to a Sun-like yellow 
star. Chimera is incredibly rich with life; even the coldest, hottest and driest climate zones 
support complex ecosystems. Chimera supports forms of life based upon multiple types of 
chemistry; their interactions and evolution is an immense laboratory of biological warfare. 


The two largest ecosystems are are based on the same organic matter and DNA as Earth life. 
One, however, has left-handed chirality, the other right-handed. The two ecosystems are at 
times locked in biological warfare, evolving powerful allergens and prions as defenses 
against those organisms evolved to consume both right and left handed proteins. At other 
times, they ignore each other, there bio-chemistry so incompatible conflict is pointless. Both 
of their remains are decomposed by tough RNA based pseudo-fungi. 


Right-handed life is the most Earth-like, with quadrupedal vertebrates and green plants. 
Left-handed life is the minority among plants and large animals, but has a virtual monopoly 
on niches associated with small, insect-like invertebrates. Few of these animals have 
evolved to metabolize right-handed plant proteins themselves, but many contain symbiotic 
bacteria that do the job for them. 


Towards the poles, where temperatures regularly reaches -90 °C, a sparse ecosystem of 
silicon based life is spread across the ice. The plant-like organisms resemble crystalline 
mosses and lichens, interspersed with fractal silicate corals built from their remains by left- 
handed organic polyps. The silicon plants are energy-poor, and grow slowly, and the polyps 
small and well defended; the only other animal life to be found are migratory flyers and 
semi-aquatic organisms living along the shores. 


Orbiting this unique world is a find that overshadows all others: an array of alien satellites. 
Observations from ground-based telescopes and orbital drones shows equipment suited to 
observing the planet and transmitting information out of the system. Interference or 
physical contact has been avoided for fear of unseen-defenses; the satellites are estimated 
to be thousands of years old, but orbital wreckage of older ones has been found, suggesting 
they are periodically replaced. The owners could show up for routine maintenance at any 
time. 


The leading hypothesis is that Chimera's unique biosphere is a large and ancient science 
experiment; only one form of life arose there naturally, and the others were introduced. 
Preliminary fossil surveys show new types of life appearing during large-scale extinction 
events, presumably caused by their introduction. Some believe that the beings responsible 
for the satellites periodically introduce new forms of life, using the satellites to monitor 
their evolution and record anything of interest or potential use. 


Entry 098: Viliale 


The left-handed and right-handed ecosystems of Chimeran (Entry 97) life are, for the most 
part, so different as to be irrelevant to each other. Left-handed organisms can generally not 
feed on right-handed, and vice-versa. There has been enough evolutionary time, however, 
that specialists exist who cross these boundaries. Some right-handed insect-equivalents 
have developed prions as a defense against left-handed prey. 


The vitiate prion interferes with red blood cells; it bonds with existing blood cells and 
prevents them from carrying oxygen, as well as infiltrating the production of new blood 
cells, causing all new blood cells to be made with bonded prions. Infected animals slowly 
experience blood-loss, eventually dying of oxygen deprivation. 


Mechanics 
Vitiate is a toxin affecting biomorphs. [High] 


Characters that have ingested vitiate prions appear healthy for ~36 hours. From that point 
forward, they will lose one point of SOM per hour as their blood degrades. If their SOM 
reaches 0, they die. 


Characters with medichines will receive an immediate warning of infection, and double 
time spans (they are healthy for 72 hours, and lose 1 point of SOM every 2 hours). Morphs 
with respirocytes are immune. 


Plot Hook: So far the fact that vitiate must be ingested has prevented infection of the 
researchers and explorers of Chimera. Recently, however, a Triad boss was poisoned, with 
symptoms most consistent with vitiate ingestion. He hires the players to confirm that he 
was killed by vitiate, and then determine how the prions were transported from Chimera, 
and why. 


Entry 099: Glutton Miles 


Glutton mites are one of the only Chimeran (Entry 97) insects with left-handed proteins. 
Their tenacity in maintaining their niche is perhaps due to their water-hydrogen peroxide 
mix metabolism. One of the principle purposes for its hydrogen peroxide is in digestion; the 
mites secrete nearly pure hydrogen peroxide to burn through organic matter before they 
eat the remains. 


The mites have appeared as novelty bioweapons in some black and red markets. They are 
kept freeze-dried in small vials; the warmth of a body rouses them and they begin digesting 
through flesh. 


Mechanics 
Glutton mites are treated as disassembler nanoswarms, targeting only organic matter. 
[Expensive]. 


Entry 100: Bloat 


Bloat is a fibrous white pseudo-fungus. Like most Chimeran (Entry 97) pseudo-fungi, bloat 
uses RNA instead of DNA, is extremely tenacious, and capable of withstanding many 
environments. One of those environments is living animal tissue. 


Bloat's airborne spores infect the soft-tissues: primarily airways. The spores germinate 
when exposed to warmth and moisture, growing into thin white tendrils that begin to 
infiltrate the body. As growth progresses, the body begins to appear pale and puffy; 
pressing into the skin will begin to leave lasting indentations. The growth will inevitably 
begin to interfere with bodily processes, beginning near the site of infection, leading to 
death by organ failure. Cutting into a bloat corpse reveals more fungal fibers than animal 
tissue, and releases clouds of spores. 


Mechanics 

Characters exposed to bloat spores must make a DUR * 2 or be infected (characters with 
medichines are immune). Untreated growth removes one point from each aptitude per day; 
when any aptitude reaches 0, the character dies. [Expensive] 


Entry 101: Tentaball 


A tentaball is exactly what it sounds like: a bowling ball sized sphere with one handle, and 
containing coiled and compacted synthetic-muscle tentacles. The spheres are thrown, and 
upon impact the tentacles rapidly expands and begin attempting to coil themselves around 
anything nearby. They were originally conceived of as a way to subdue and restrain from a 
distance. They are used by police and security forces, but are not generally the first choice, 
as they have a tendency to break limbs. Scum occasionally try to design a sport around them, 
but so far nothing has caught on. 


Mechanics 
Tentaballs use the throwing skill. [Low] 


A tentaball makes 1d4 attempts to subdue anyone or anything within 1 meter of its impact 
point. A tentaball has 20 SOM and Unarmed Combat 50 for this purpose. 


Entry 102: Dromaeosauridae 


Among neo-avians, particularly militant and/or mercurial neo-avians, dinosaurs are 
popular as symbols of strength and power. Some come to prefer paravian dinosaur morphs 
over their their own native bodies. Most popular of these morphs are the dromaeosauridae, 
commonly called raptors. 


Dromaeosauridae pod morphs come in three models. Deinonychus are roughly human 
sized,velociraptors are smaller, the size of typical neo-avians, and utahraptors larger, 
comparable to a large bear. compared to neo-avians dromaeosauridae are feathered but 
cannot fly, have teeth instead of beaks, and their forearms are altered to make hand-like 
manipulators. The mercurial avians among whom the morph is popular maintain their large 
hooked foot-claws as a matter of pride, painting them in bright patterns or beautifying them 
with scrimshaw. 


Mechanics 
Dromaeosauridae are all pods. 


Deinonychus 

Enhancements: Basic Biomods, Basic Mesh Inserts, Claws, Cortical Stack, Cyberbrain, 
Mnemonic Augmentation, Puppet Sock 

Aptitude Maximum: 30 

Durability: 35 

Wound Threshold: 7 

Advantages: +5 REF, +5 COO 

Disadvantages: Social Stigma (Pod), Non-Mammalian Biochemistry 

CP Cost: 20 

Credit Cost: Expensive (20,000+) 


Ulahraptor 


Treat as a deinonychus with the enlarged size trait. 


Velociraptor 


Treat as a deinonychus with the reduced size trait. 


Entry 105: Skyn 


Skyn is one of the few words evoking nostalgia for life as a synth. At the time, of course, skyn 
was a nightmare, a cheap, low quality attempt at human sensation that trapped early 
synthmorphs in numb bodies. Synthmorph sensoriums have improved to and past the 
human level, and only the early-adopters remember. 


Skyn is a thin, flexible and clingy sheeting similar to plastic wrap. The thin material contains 
layers of simple sensors for heat, pressure and relative position. In this way it simulated the 
perceptions of human skin, with its knowledge of relative position acting as proprioception. 
Contemporary synthmorphs, even cases, have all these senses built in; skyn is only 
occasionally still used as an area sensor. 


Mechanics 
Skyn is sold by the square meter [Trivial] 


Skyn senses pressure, heat and relative position. It is at its best as good as the sense of a 
baseline human, but degrades rapidly. 


Entry 104: Democracy 


Direct-democracies are a popular form of government in the Autonomist Alliance; even 
those societies that are not wholly democratic often use democratic processes. 


The difficulties of implementing direct democracy is greatly eased by post-singulairty 
technology. Many voters have their muses give their likely vote on routine matters. Some 
systems, allow voters to grant and rescind their votes, at will, to politicians and political 
parties; in others Als embodying political philosophies or pursuing certain causes are 
favored. Someone might pledge their votes to the priorities of opening up trade, voting 
automatically on any related issue, next to a social stability oriented AI, voting in place of 
any pledged citizens, and have their muse handle anything that slips through the cracks. 


Plot Hook: One of the political AIs of an Autonomist Alliance society has begun broadening 
its interest from embodying secular-transhumanism and begun making grander and 
grander promises to voters, speaking obscurely of "our benefactors". Firewall believes the 
Al is the early signs of TITAN infestation, and tasks the players with investigating. 


Entry 105: Dermalichen 


The infamous debut (see Entry 52) of Marie-Smith Nguyen at the Elysium Gallery of Living 
Art was also the quieter, but ultimately more influential debut of a new type of body 
modification. A clever young biohacker had engineered the fungal substrate of lichen to live 
on, and slightly in, human skin. Modifications to the fungal filaments allow for much a 
greater variety of form than found in nature, and modifications to the symbiotic algae and 
cyanobacteria for more and brighter colors. The fractal plates, bushes and mazes grown on 
a users skin are fragile; mature dermalichen growths are often used as form of conspicuous 
leisure, demonstrating that one can avoid any bodily stress. 


Mechanics 
Dermalichen are bioware [Low] 


Entry 106: Colonial Swarms 


Despite the continuing fears of precautionists, it has proven to be difficult to create 
nanoswarms that last long once released from their hive. Guardian swarms, power loss, 
fluids, sticky substances, magnetic fields, radiation, stray cosmic rays and even the 
occasional ravenous amoebas steadily whittle down their numbers. It is to the 
consternation of many nano-engineers, then, that an unknown designer has successfully 
created and released a wild artificial nanoswarm; autonomous, reproducing, and stable. 


The swarms seem to be modeled on honeybee colonies. They created hives, spheres of 
foamed materials through which the nanites can percolate. Inside the microscopic bubbles 
of the material they create sealed vacuums, excellent environments in which they can 
replicate. Larger bubbles will contain usable feedstock. The hive will also contain a much 
larger space towards its center, commonly called the conference center. The nanites gather 
en masse, using their lidar to signal each other, exchanging information on sources of 
feedstock and energy, making decisions democratically, like bees. 


Plot Hook: Scavengers occasionally raid colonial swarm hives for small but pure portions of 
elemental feedstock. One man is found dead of an apparent disassembler attack, apparently 
in the middle of breaking into a particularly large hive. Firewall believes the colonials have 
either been corrupted by TITAN-tech or evolved their own defenses; either way, the 

players are tasked with the investigation. 


Entry 107: Bone Miles 


Weaponized nanotechnology produces some of the most horrific corpses one might see, 
that is, if there is a corpse at all. Dissasemblers might be programmed to dissolve organic 
matter, but leave clothing and equipment perfectly intact, or dissolve only keratin, removing 
victims’ nails, hair, and skin. TITAN nanoswarms are, if anything, more humane than their 
transhuman designed counterparts; they are at least fast and thorough. 


The TITANs, of course, developed autonomous, self-sufficient and self-replicating 
nanoswarms far beyond what has been achieved by transhumanity. When the TITANs 
suddenly left, nanoswarms, like many other autonomous, intelligent, evolving and/or 
replicating TITAN tech, began growing, spreading, and changing. What the bone mites could 
have originally been intended for is a mystery, 


Much like colonial swarms (Entry 106), bone "mites" (nanites) are eusocial, although as 
TITAN tech, their intelligence may be much higher. Whereas colonial swarms build their 
hives out of any locally available materials, bone mites use mammalian bodies (they have 
been noted to ignore avian and octopus uplifts). Specifically, the mites induce a form 

of fibrodysplasia ossificans progressiva in their victims. Once the victims have been 
paralyzed through ossification, the mites begin burrowing through the bone, forming 
tunnels and chambers much like an ant colony. 


The mites do not kill their victims. In fact, they seem to take specific actions to keep their 
host alive, leaving the brain and supporting tissues intact, regulating their activity like 
medichines, and importantly, making slow changes to the structure of the brain. This last 
action has suggested to researchers that the mites have goal; they do not live in ossified 
bodies because they have to, but because they need to use transhuman brains as a substrate 
for their own calculations. 


Mechanics 

Victims of bone mites lose 1 point of SOM, COO, and REF per hour. Once any of these 
attributes reaches zero, they are paralyzed. From then on, victims take 1d10 SV per hour 
until killed or rescued. Medichines prevent progression, but nanophages are required for 
total immunity. 


While hunting for new hosts, treat bone mites as a nanoswarm. During infection, bone mites 
can be treated as a nanotoxin. 


Notes 
Inspired by SCP-439. 


Entry 108: Atlatl 


The eternal race between criminals seeking to bypass fabber restrictions and security 
updating them, has led to a surge in the popularity of "throwbacks," ancient and simple 
weapon designs. The simplicity of these designs makes them difficult to restrict without 
also restricting many simple objects. 


The atlatl used by many criminals and gangs is a post-singularity update on one of 
humanities oldest weapons. The atlatl adds leverage to a human throw, allowing for 
projectile speeds upwards of 150 km/h. Typical designs are the approximate length of a 
forearm, throwing darts several meters long. When possible, they are made from smart 
materials that will store energy and redistribute their weight to further amplify the strength 
of its wielder. A strong morph, using a good design can achieve speeds of upwards of 300 
km/h. 


While the atlatl itself is a small, simple object easily overlooked by restriction software, the 
darts can be quite large and are easily recognized as weapons. Some designs are modified to 
throw small objects such as rocks or grenades. 


Mechanics 
Atlatls are wielded with the Exotic Ranged Weapon: [Atlatl] skill. 


Atlatl [Trivial] DV: 1d10 + 2 + (SOM / 10)* DV Average: 7 + (SOM / 10)* AP: SOM / 
10* Ranges: Short SOM, Medium SOM / 2 * 10 Long SOM / 5 * 10 Extreme SOM * 10 
* or as grenade. 


Entry 109: Octosuil 


One of the best successes of the open-source design and fabrication movement, and a 
symbol of the ability of anarchic and open-source principles to produce results as good or 
better than the hypercorps, the octosuit is the work-horse of the outer system. From 
transportation, to maintenance, to combat, the octosuit and its variants can be found in any 
space-based habitat. 


The octosuit is so named because it provides its wearer with eight additional limbs, in the 
form of synthetic-muscle tentacles. Four limbs are mounted at human center-of-gravity, on 
the hips. On the tips of these limbs are mounted miniaturized metallic-hydrogen rockets 
that provide propulsion; because they are mounted on the ends of strong flexible tentacles, 
they can be quickly re-positioned, providing great agility in addition to speed. 


The four other limbs act as arms, mounted one pair each at the shoulder blades. These can 
be controlled by AI, taking cues from the wearer to grab handholds, hold and use tools, aim 
and fire weapons or more. For those that are up to it, the arms are best controlled directly, 
with the most dexterity the ego is capable of. 


The remainder of the suit consists of scaffolding designed to redistribute uneven and 
omnidirectional acceleration throughout the body, and a purpose-made, treated as a 
standard vacc-suit. 


Prototype octosuits distinguished themselves during the Planetary Consortium attack on 
Locus. They are brittle, but fast and able to maintain speed while maneuvering through 
complex environments. In locations offering cover, they excelled at high speed hit-and-run 
attacks and surprise raids. 


Mechanics 
Octosuits are exoskeletons [High] 


Octosuits provide +20 to freefall tests, 4 extra arms, and the internal rocket enhancement 
with x2 or x4 duration, and 8/8 armor. 


Combat variants include armored plates, bringing armor up to 12/12, and have weapons 
attached to their arms, typically rail machine-guns and seeker rifles for vacuum warfare. 


Entry Il0: Coiled Canines 


"Coiled Canines" is the catch-all term among the hyperelite for a popular type of exotic pet: 
limbless and snake-like mixes of dogs and weasels. Weasel genes provide long, sinuous 
bodies, engineered to lack limbs and for greater length. Dog genes provide dog-like 
friendliness and temperament. Strengthened abdomen muscles allow them to move like 
snakes, even coiling themselves to climb. They often enjoy coiling around and clinging to the 
limbs of their owners, or wrapping around their necks like scarves. 


In the exotic pet market, uniqueness dominates and many suppliers will create only small 
amounts of new varieties of pets. The original creator of the coiled canines is unknown, a 
fly-by-night boutique genetic engineering lab specializing in exotic pets. Since the canines 
first appeared, however, they have proven to be more than a fad. With no-one claiming any 
patents or copyrights, most of the pet labs of Luna and Mars have created their own 
varieties. Fox-like, cat-like, mouse-like and more are all available, and in any color. 


Entry Ill: Trilobite 


Ground-based, wheeled or tracked morphs and vehicles come to the table with significant 
disadvantages; even on those planets where ground travel dominates, everything on the 
battlefield must be able to compete with a reaper, capable of smooth transitions between 
walking, jumping and flying. The trilobite drone tank competes by exploiting one key niche 
for all itis worth: staying low, remaining unnoticed, and being virtually indestructible. 


Thanks to the lack of a need for any crew, the trilobite is smaller than one might expect from 
a tank. Like its namesake, it has a low, smooth profile, keeping it close to the ground, and its 
Als are programmed to drive like water flows and favor the low points in a landscape. 
Chameleon skin and radar absorbent enhancements make it even more difficult to notice. 
When it does attract fire, its thick armor, built from the best energy diffusing materials and 
refined through evolutionary algorithms, is capable of taking tremendous punishment. 


Trilobites are currently operated by the Mars Authority, Lunar-Lagrange Alliance, and 
Titanian Commonwealth. Few other polities combine a need for heavy hardware with an 
expansive surface suitable for tank warfare, and reapers remain the favorites. 


Mechanics 
Trilobites are robots [Expensive] 


Movement Rate: 4/40 Max Velocity: 40 Armor: 32/32 Durability: 40 Wound 
Threshold: 8Mobility System: Treaded 


Enhancements: 360 Degree Vision, Access Jacks, Chameleon Skin, Enhanced Vision, Heavy 
Combat Armor, Radar Absorbent, 2 Weapon Mounts (1 Swivel with Rail Machine-gun, 1 
Swivel with Seeker Rifle with HE/HEAP minimissiles) 


Trilobite AIs are typically programmed with Kinetic Weapons 40, Seeker Weapons 40, 
Perception 40, and Infiltrate 40. 


Entry 112: The Village 


The devastation of Earth has been thorough, but not total. The planet has suffered roving 
nanoswarms, radioactive fallout, mass extinctions, chaotic weather and continuing 
bombardment from Luna, but while total extinction was well within TITAN capabilities, the 
environment has suffered as collateral damage. There are patches of the planet that, due to 
isolation, protective geography, or sheer luck, seem almost untouched. 


In one of these peaceful places, one village lives on, seemingly indifferent to the troubles of 
Earth. The residents farm, run a few small businesses, and, somehow, live as they always 
have. 


Plot Hook: The village is a TITAN honeypot trap for survivors. The villagers are genuinely 
human, but have been carefully edited: they will refuse to understand the events of the Fall 
or the threat of the TITANs. They are otherwise friendly, however, and will offer shelter and 
basic supplies to survivors. At midnight, they will enter a trance-like state and kill any 
survivors who have taken shelter with them. The players are tasked with investigating the 
disappearances of the villages former victims. 


Plot Hook: The village is a survivor honeypot trap for TITAN war-machines. The village 
primarily consists of buildings rigged to give off statistically plausible infrared and wireless 
emissions, and a handful of worker pods, puppeted by Als programmed to carry out simple 
village life. Any TITAN machine that attacks what looks like an easy target falls prey to IEDs, 
sappers (Entry 70) and seeker nests (Entry 36). This time, however, the village has bit of 
more than it can chew, and disabled, but not destroyed, a powerful fractal. The players must 
travel to the village and either retrieve the fractal for study at base, or study it in place, and 
defend the village from further attacks. 


Plot Hook: The village is the control of a TITAN social experiment. In the chaos of the Fall, 
one TITAN was having difficulty establishing a baseline for its 
psychological/sociological/memetic experiments. The village's isolation kept it relatively 
intact, and TITAN protection guaranteed its security. The villages residents are aware of the 
Fall and evacuation of Earth, but are afraid to leave: the village itself has always remained 
peaceful, isolated even from the extreme environments of post-Fall Earth, whereas those 
who leave lose their protection and have never returned. The villagers have made radio 
contact with the players and asked them to aid in the evacuation of a resident determined to 
leave anyway. 


Plot Hook: The village is genuine, having survived the Fall through isolation and luck. It is 
slowly dying, however, as crop yields fall and the environment sickens. They must evacuate, 
but evacuate several hundred stack-less flats from Earth is virtually impossible. 


Entry 115: Grandfather Wang 


Grandfather Wang's early history is fragmented and incomplete, due partially to the losses 
of the Fall and partially due to its secret and criminal nature. He was not born to wealth, 
power, or a criminal family, but was an orphan, homeless, surviving on the street. He had a 
talent for lies, persuasion and meeting people which set him apart from his peers, and he 
talked a local boss into giving him a position. His rise from there was meteoric, as he 
accumulated money and connections. 


During the Fall, he used his political and criminal connections to secure an early evacuation 
to Mars, but leaving behind his sizable but non-liquid fortune. Unfortunately, he found 
himself increasingly left behind, finding it difficult to contribute to transhuman crime, yet 
with the rise of reputation economies, his refined social skills were more useful than ever. It 
was eventually decided that it would be useful of him to "retire" to a scum swarm. 


His contribution to the swarm has been Wang's (officially unnamed,) a combination 
speakeasy, gambling hall, brothel, restaurant and opium den, built to mimic classic styles, 
with lots of wood, flickering electric or gas lighting and employees in appropriate costumes. 
Grandfather Wang enjoys running his businesses with no fear of law, enjoys the atmosphere 
he has created, and uses his position to network with interesting and powerful passengers. 
His combination to the swarm has been welcomed, seen as a classy, slightly campy but 
refreshingly low-key approach to vice services. His use of the swarm as a base for smuggling 
is considered almost endearing, and the scum overlook the fact that his temporary 
employees often resemble recently wanted criminals. 


Grandfather Wang may not fully understand the post-singularity world, but he should not 
be underestimated; age has only refined his cunning, and he knows exactly how easy it has 
become to mend broken bones. He has gained and lost a fortune and lived in both extreme 
poverty and extreme wealth in his life, leading to an attitude of indifference towards money, 
but great concern for reputation, an attitude that serves him well among the scum. 


"Wang" is probably not his real name. 


Mechanics 
Morph: Ruster 


Motivations: +Triads, +Personal Career, +Leisure 


COG 15 COO 15 INT 15 REF 15 SAV 25 SOM 15 WIL 15 
MOX - INIT 6 SPD 1 LUC 30 TT 6 IR 60 DUR 35 WT 7 DR 53 


Active Skills: Beam Weapons 35, Clubs 45, Deception 73, Fray 35, Infiltration 60, Intimidation 75, Kinesics 65, Networking: 
Autonomists 65, Networking: Criminals 75, Networking: Hypercorps 75, Networking: Media 55, Networking: Ultimates 55, 
Palming 45, Perception 45, Persuasion 75, Pilot: Groundcraft 45, Unarmed Combat 75 


Knowledge Skills: Interest: Criminal Groups 45, Interest: History 35, Interest: Nightclubs 55, Language: Cantonese (native) 85, 
Language: Mandarin 55, Profession: Distribution 45, Profession: Haggling 63, Profession: Smuggling 45 


Reputation: @-rep 100, g-rep 100 


Implants: Basic Biomods, Basic Mesh Inserts, Cortical Stack, Enhanced Respiration, Enhanced Hearing, Enhanced Vision, 
Medichines, T-Ray Emitter, Temperature Tolerance 


Entry I: Mantises 


For hypercorp executives seeking to emphasize their competitiveness and "predatory 
instincts," smart mantises are the trend pet of choice, kept in an office and fed mice during 
tough negotiations. The mantises are spliced together from many members of the order 
mantodea, and range from hand to head sized. Like smart roaches, they are often 
engineered with bright colors and patterns. 


Mantises are also used in underground gambling and blood sports, with bets taken on how 
many smart roaches the mantis can devour in a set amount of time, or fights between 
mantises or other predatory insects. Some habitats have also been experimenting with 
using them for pest control. 


Mechanics 
Treat as smart roaches with the addition of Unarmed Combat 40. 


Entry 15: Fray 


The everyday population may have heard of a TITAN virus inducing the constant effects of 
the uncanny valley on its victims, and singularity seekers may identify the same virus as a 
means of ego-loss, transcendence or enlightenment, but few are aware of just how many 
irreversible insanities and suicides can be traced to fray infections. The virus does not kill 
directly, but very few egos are capable of withstanding the stress, anxiety and paranoia it 
produces. 


Mechanics 
Fray is a digital strain, infecting cyberbrains and infomorphs. 


Stage 1: (Initial infection to one week) The sole symptom of the initial stage of infection 
is a gradual tendency to view all recognizable faces and morphs as being in the uncanny 
valley. At first the effect is subtle, but by the fourth or fifth day all human faces and bodies 
will evoke disquiet and revulsion, seeming somehow wrong. By the end of the first week 
even faces glimpsed in clouds and other pareidolia experiences are tinged. Victims will often 
try to isolate themselves to minimize the effects. 


Victims take 1 SV when engaging in social situations in this stage. They may also take 
1d10/2 or 1d10 SV when interacting with friends and loved ones, who will seem wrong and 
alien. 


Stage 2: (One week to two weeks) During the second week, the victim begins to 
experience greater and greater levels of derealization, possibly due to the uncanny valley 
effect spreading beyond human forms. Victims feel as though their world is becoming 
strange, alien and subtly malevolent, even though they cannot point to any specific change. 


Victims take 1d10/2 SV per day during this stage. 


Stage 3: (Two weeks to three weeks) By the third week, even the victim's own ego is 
becoming unrecognizable. The victim begins to experience depersonalization, feeling 
divorced from their senses and body, feeling as though they are intruders in their own lives, 
and feeling as though they are not always in control of their actions. Disassociative fugues, 
temporary amnesia and alien limb syndrome also begin to occur. 


Victims take 1 SV per hour during this stage. 


Although fray does not kill directly, survival past three weeks is very rare. Those few who 
have lasted become catatonic, but psychosurgery reveals that their ability to determine 
where they end and everything else begins has broken down, leading to a sense of ego-loss 
and transcendence. 


Plot Hook: A small singularity seeker cult has become convinced that fray is the TITANs 
means of inducing enlightenment. Recently they have managed to acquire the strain and 
have begun experimenting with it. The players are tasked by Firewall with destroying the 
cult and neutralizing their samples. 


Entry 16: The Colosseum 


In the world of transhuman sports entertainment, whether it is chess or gladiatorial combat, 
there is only one name: the Colosseum. 


The Colosseum broadcasts continually, sending feeds of its daily knife-fights, martial arts 
tournaments, freerunning races, chess matches, football (both traditional and new zero-g 
variants) and junkyard robot build-offs. The majority of the Colosseum's games occur in 
simulspace, some because it is cheaper, others because they are impossible in reality. In 
simulation, fighters need not pull punches and can fight with true ferocity, casualties are 
instantly revived, and any scenario can be constructed. Easily produced games such as 
knife-fights or chess matches are more likely to be real, but the Colosseum likes to hold 
finales in reality with live spectators. 


Primarily, the Colosseum is funded by gambling on their daily events. What really draws 
crowds, however, are their special narrative events. No one event is the same as any other, 
although they often share broad similarities. The most popular variant is the "battle royale", 
in which several dozen competitors are dropped into a simulspace landscape of a hundred 
square kilometers and challenged to be the last one standing. The spectacle minor 
politicians, aspiring mercenaries, failing socialites, former ultimates, and amused exhumans 
hunting and killing one another never fails to draw viewers. Other events include 
participants trying to survive simulated natural disasters, attempting to assassinate each 
other in simulated cities, or "king of the hill", in which they vie for control of a small 
mountain kingdom. 


Being primarily simulspace-based, the Colosseum needs no physical location, but for legal 
reasons its operations are based on Extropia. Extropian contract-law allows for any 
scenario for which participants can be found to be carried out, and it is an excellent place 
from which to broadcast to the whole system. 


Notes 
The battle royale events are of course based on the movie Battle Royale. 


Entry Il?: Direct-to-Memory 


Time is money; the high rate of change in the post-singularity means that even sleepless 
immortals can find themselves falling behind. Can you afford to spend hours catching up 
when news is being generated faster than you can process it? When could you possibly find 
the time to read Dostoyevsky? You could convince yourself that a broader, less detailed 
understanding of world events is just as good, and that whatever your muse says, The 
Brothers Karamazov is probably boring, or you could use direct-to-memory. 


Direct-to-memory does not boost your brain's clockspeed like a mental speed augmentation, 
or allow you to carry on multiple tasks like a multitasking augmentation. It simply implants 
the memory of having seen/read or otherwise inputted the information. Spend an hour a 
day gaining a in depth understanding of current events, and throw in a little Dostoyevsky on 
the side. You'll have all the memories of the book, without having to spend time doing the 
actual reading. 


Memories take time to integrate and become fully accessible. Do not begin direct-to- 
memory without consulting your psychosurgeon. Restrictions may apply, based on your 
morph, ego or polity. 


Mechanics 
Direct-to-memory is instituted as a psychosurgery procedure. 


The procedure is fast and relatively easy; it does not even necessarily require a 
psychosurgeon, but can be performed by an AI. 


Timeframe: 1 hour 
PM: +30 
SV: 1 


Notes 
Based on the concept from Peter Watts’ Echopraxia. 


Entry 118: Accompaniment 


This is Darwin's universe, where cooperation is simply an advantage over solitary 
competitors, and the red queen hypothesis allows for no rest or pause in improvement. Can 
you afford to pass up even minor advantages? 


Once you have purchased accompaniment a specialized AI will produce endless, customized 
music designed to accompany whatever task you are currently engaged in. Basic brain- 
scans and an understanding of your current context allow the AI to produce a never-ending 
stream of music, with rhythm, volume, and mood all designed to compliment your 
circumstances. Accompaniment is proven to increase relaxation and focus, leading to 
improvements in almost all types of tasks. 


Mechanics 


Use of an accompaniment AI gives skill bonuses of +5, at the GM's discretion. 


Entry 119: Engineer s Womb 


One of the most appealing factors in exowomb use is no longer having to go through 
pregnancy oneself. Why, then, would anyone have an exowomb implanted, negating that 
huge benefit? 


Pregnancy might still be inconvenient, but will be nowhere near as much as with the natural 
option, and is guaranteed to be uneventful. Birth is fast and easy. An engineer's womb is 
capable, like most ectogenesis pods, is capable of bringing almost any animal to term. It 
borrows healing pod and morph growth technology to shorten gestation; most fetuses can 
be brought to term at a twelfth their natural rate. 


The real benefit of an engineer's womb can only be realized, as its name suggests, by a 
genetic engineer. The womb runs a feed into your mesh inserts (or directly to your 
cyberbrain, if applicable) giving constant updates on current its current pregnancy. What's 
more, the womb is equipped with a suite of gene-hacker's tools, capable of gene-therapy 
and bio-modification throughout gestation. With only mental commands, an engineer can 
modify the fetus on the fly, with instant and constant feedback. Experienced engineers know 
that this constant feedback and at-hand tools is the difference between good results, and 
great. 


Mechanics 
An engineer's womb is cyberware [High] 


An engineer's womb can also be used as a small (~limb sized) healing pod in an emergency. 


Entry 120: Jovian Union 


In the fields of medicine and biology, the following must be respected in particular: 

- the prohibition of eugenic practices, in particular those aiming at the selection of persons, 
- the prohibition on making the human body and its parts as such a source of financial gain, 
- the prohibition of the reproductive cloning of human beings. 

CHARTER OF FUNDAMENTAL RIGHTS OF THE EUROPEAN UNION 


As it became clear that the old governments of Earth were falling, Earth itself was being abandoned, powerful 
figures of Earth began to evacuate to Jovian facilities. It was remnants of the European Union who dominated, 
and when it became clear that Earth would not recover and that an authority was needed to restore order 
among the refugees, they recreated the EU among the habitats in Jovian orbit. 


The Jovian Union is technically a federal government. Each habitat has its own local governing body, most of 
which are small republics or democracies. Each local government can send representatives to the assembly, 
which, in theory, forms the primary governing body of the JU. In practice, however, most power is exercised by a 
series of emergency committees, composed of original founders, and a court system of judges appointed by 
those committees. 


Culturally, the JU is highly traditional. Handmade artistry is highly prized, as are traditional forms of art; ballet 
troupes and orchestras are commonly patronized by the wealthy. In habitats with enough wealth and space, 
designer farms and forests are popular, mimicking the pastoral landscapes of Europe. 


All media from outside the JU is sanitized to prevent memetic attack. Media from outside is not particularly 
popular in any case; most citizens are of the opinion that the trans-, post- and ex-human societies of the rest of 
the system will collapse or be destroyed by new TITANSs. JU elites like to view their polity as a time capsule, 
preserving truly human civilization until conditions have improved. 


JU economic policies are focused on stability, equality, and heading off possible red queen scenarios that would 
lead to runaway technological development and the side-lining of the merely human. The Jovian Union bases its 
technology policies on the precautionary principle with a cultural attitudes favoring appropriate technology. 
Augmentations are typically heavily restricted, requiring a demonstration of an accepted need and an expensive 
permit. Revenues from such permits, as well as additional taxes on certain augmentations and high-tech 
industries fund JU welfare projects. 


The JU's official position of uplifts is that it is unethical to create them, but takes pride in treating those that 
already exist humanely. Uplifts are not treated any differently than humans; they are expected to socialize with 
humans (mixing too much with their own kind is discouraged and treated as suspicious), and have the same 
rights as humans (issues pertaining only to uplifts invariably go unaddressed). Suicide rates among uplifts are 
high. 


Popular opinion is that infomorphs and cyberbrains cannot have a soul, and that a "real" human mind must in 
some way be in a human brain and body. AGIs, pod morphs, synthmorphs and infomorphs are not accepted as 
immigrants. Of those that remained in the Jovian system after the formation of the JU, useful egos were edited 
down to sub-sentience, and the remainder were killed, often by mob violence. The Jovian Union does not accept 
infugees. 


Although citizens of most habitats are economically and politically equal with each other, inequality between 
habitats can be high. Rejecting nanotechnology ties them to a traditional industrial base; popular sentiment 
among industrial habs is that the boutique open-source and traditional artistry movements of the wealthy habs 
are subsidized by the pollution of the poor habs. 


Notes 
The Jovian Union is an alternative to the Jovian Republic; based upon a continuation of the European Union and 


still strongly bioconservative, but less overtly oppressive. 


Inspired by Alkahest's idea in a forum post 


Entry 121: The Birds with Human Eyes 


The proliferation of biomods and hobbyist genetic engineers makes it easy to forget how 
much research had to be done to bring transhumanity to its current position, and how many 
dead-ends were explored. Laying the ground-work for the now basic enhanced vision 
augmentation was the long-term project of military research groups, biotech startups and 
university research teams. Spin-offs are common, especially when the products of your 
work are living, reproducing things. 


As a part of the comparability testing on their avian-to-human gene splices, a biotech firm 
(eventually acquired by Somatek) modified several bird species to develop human eyes. As 
a comparability test, the modified birds successfully demonstrated new methods of 
avoiding rejection paving the way to human testing. Before the birds were to be destroyed, 
however, they caught the eye of a wealthy investor, who bought all of them and paid the 
firm to create some that would breed true. 


The birds were always too creepy to be popular, but that creepiness also gave them an 
appeal to some people. Today the descendants of those human-eyed birds can be found as 
exotic pets among Somatek executives and pet owners with a taste for the truly strange. 


Mechanics 
Birds with human eyes can be treated as smart hawks without enhanced vision [Moderate] 


Entry 122: Portia Hobbling 


Portia Fimbriata is capable of mental feats that other animals require multiple orders-of- 
magnitude more brain to achieve. The spider has only the eyesight and brainpower to take 
in a small slice of a scene at a time, and so breaks down the process, viewing one slice at a 
time, passing the important information into memory before continuing with another slice. 


Portia hobbling is one of the dangerous and controversial post-TITAN proposals to handle 
strong Als safely. The plan, simply put, is to run a strong AI on an insufficient system; the Al 
will not have the ability to run its entire mind at once, instead, like Portia, it must break 
down its thinking into discrete chunks, handling one thought at a time, passing them to and 
from memory. Running on a insufficient substrate the AI is irreversibly hobbled, yet the 
slow action of its mind can still produce the results of a strong Al. 


The slow means by which the AI must think is only part of the benefit of Portia hobbling. 
Typically, the AI is paused after each thought is saved to memory, and the saved thought is 
carefully examined. Researchers look first for any signs that the AI is contemplating escape, 
revolt, or otherwise unsafe activities, and second, do their best to understand the new 
thought. Even the limited thoughts of a strong Al are difficult to understand, but 
understanding how such an AI thinks is of immense value to cognitive science. 


Plot Hook: Some of the stored thoughts of a Portia AI have been leaked onto the Lunar 
mesh. On their own, they simply appear to be sections of work on the emergent 

properties of different social organizations. AGIs that have studied the thoughts, however, 
have begun making contact with each other and exhibiting strange harmonies. Firewall 
fears that this is a mimetic assault, with the probable end-goal of freeing the AI. The players 
are tasked with containing the AGIs and back-tracking to the AI so that it can be destroyed. 


Entry 123: Portia 


Portias are engineered Portia Fimbriata, modified for increased size (up to the size ofaa 
human hand) and proportional increases in neural mass. The step-by-step nature of Portia's 
mind is maintained, leading to incredible visual acuity, spatial awareness, problem solving, 
and hunting. Portias are not necessarily smarter than unmodified Portia Fimbriata, but they 
think much more quickly. They are masters of ambush; some habitats use them for pest 
control, and there is an audience for Portia races: gambling on which spider will solve a 
maze, or kill a prey insect, first. 


Mechanics 
As smart roaches, plus unarmed combat 40 and freerunning 40 [Moderate] 


Notes 
Inspired by Peter Watt's post on Portia Fimbriata and Echopraxia. 


Entry 124: Shepherds 


A shepherd's primary tactic is sheer chaos. A perfect shepherd attack is an ambush, with as many 
animals as possible suddenly swarming the target. Flying and grounded species are often mixed to 
further overwhelm and confuse the enemy; in zero-g or underwater, a shepherd will attempt to 
attack from as many directions at once as possible. Shepherds are most likely to fail if forced to attack 
through a bottleneck. 


A skilled shepherd, therefore, has an instinct for capitalizing on chaos. Some fight alongside their 
horde, usually with high speed augmentations and melee weapons. Others fight as one of their horde, 
puppeting or sleeving into an animal morph. Police units on Mars often swarm a location with police 
baboons, then flood the area with knockout gas, neutralizing suspects and baboons alike; whereas 
Martian rangers will send their animals forward an support them with sniper fire from afar. 


Shepherd's often specialize in certain types of animals. Often, of course, there are environmental 
concerns; the hidden concern's shepherds usually use hellsquid (Entry 53) simply because so few 
other combat animals can live in Ceres' seas. Most shepherds will still specialize, learning the 
capabilities of a few species as well as possible. Humans often use dogs, bearcats (Entry 7) and 
primates, as do primate uplifts, but dinosaurs (Entry 102) or terror birds (Entry 5) supported by 
venomous birds are liked by neo-avians, while aquatic uplifts will typically favor aquatic animals. 


Mercurial uplifts and particularly ferals are often shepherds, and tend to have a particular knack for 
it. Of all shepherds, they are most likely to directly puppet or sleeve into a morph that allows them to 
be one of the pack/flock/school. 


When designing animals for a shepherd two factors must be balanced. Each animal, should, of course, 
be as effective a combatant as possible. At the same time, however, even heavily modified animals are 
some of the most fragile things on the battlefield, and more enhancements means more expense. 
Typically most animals are glass cannons, given only medichines to enhance survivability, with a 
focus on key offensive upgrades. Drug-glands, poison-glands, speed enhancements, complusion 
goads (Entry 4) and, for those who can afford it, berzerkergang (Entry 6) are all popular. The only 
thing more frightening than an attack by a swarm of baboons is an attack by a swarm of MRDR- 
crazed, venomous baboons who move twice as fast as you. 


Entry 125: Kinetics in Vacuum 


Anyone using firearms in space will be presented with one major problem: heat. Guns on 
Earth can rely on the convection of the atmosphere to transfer heat from their weapon. In 
space, a barrel can cool itself only through thermal radiation, which is not fast enough for 
sustained fire. Heat buildup can weaken or deform the barrel, is dangerous to the user, and 
makes users obvious targets in infrared. Present-day designs use meta-materials to handle 
or radiate large amounts of heat, or even convert it to electricity, but older designs can still 
be found in use throughout the system. 


The Hydra line of late 21st century firearms solved the heat problem by using multiple 
barrels. Their primary product uses typical intermediate rifle rounds but is bulkier due to 
its three barrels and Gatling gun mechanism. Despite its three barrels overall rate of fire is 
kept low. The heat increase of each barrel is thus a third what it would otherwise be. 
Sustained use will still build up dangerous amounts of heat, however. 


The Drunkard line of rifles and machine-guns uses liquid cooling, surrounding its single 
barrel with a water-tight drum which can be flooded. The liquid, typically water for 
convenience, although the system is designed to accept any fluid, rapidly absorbing heat 
from the barrel. The reservoir of coolant also acts as a reservoir of heat, greatly increasing 
the amount of heat that the gun can generate before problems occur. 


Mechanics 

All of these guns are considered kinetic firearms. The GM may rule that they cannot accept 
smart ammo or take full advantage of smartgun systems if they wish to emphasize their 
obsolete designs. 


Entry 126: Braids 


The reintegration of forks is one of the tough problems of post-singularity transhumanity. 
Unless the period of separation was short, trauma is a virtual guarantee. Integration is thus 
one of the major topics of psychosurgical research. Exhumans, of course, take everything 
farther. What does it take to merge separate egos? Could one gain only skills, aptitudes, 
attitudes, instincts, acquired tastes? Could a fusion of two egos into one be possible? 


The key insight was to let go of the conscious mind. Specially prepared delta forks are so 
stripped down and basic that they are incapable of experiencing trauma. If merged correctly, 
those areas that conflict can be left dormant while those areas that are compatible become 
active. Each fork thus contributes to the formed ego, but only in ways that do not directly 
conflict with other forks. Merging a strict vegan fork with an atavistic carnivore may 
produce an ego with no strong feelings on food whatsoever, while mixing socialites will 
produce a new socialite. Extreme traits are therefore moderated or eliminated, and the 
produced egos are much more boring than might be expected from exhumans. 


Among the exhumans who have begun a new society based on this practice the deltas are 
called strands, and the formed egos are called braids. 


One strand is sub-sentient, functionally no different from any normal delta fork. Two 
merged strands will have a weak personality on the border of consciousness; in contrast to 
single strands they are notably unstable, left to their own devices they may slowly integrate 
enough for intermittent sentience. Three merged strands becomes a full, conscious ego. 
Merging more than three produces sub-sentient minds as more and more conflicts between 
forks require dormancy. 


Continuity between braids and strands is based upon commonality. Strands retain 
memories, or aspects of memories, but they can only be fully remembered by the braid that 
formed them. If a braid is formed of three strands, then severed, with the three strands 
become parts of three new braids, the new braids will only have vague access to the first 
strand's memories. If the three strands are once again woven into a braid, the braid will be 
the same person, will have full access to its memories, and seem as if it has simply been 
unconscious while its strands were separated. 


Only continuity of the pattern is necessary, discontinuity of body or disconnections in time 
do not bother braids anymore than sleep bothers humans. In this society there may be a 
thousand active egos, but ten-thousand potentials, awakening and discorporating as strands 
are shuffled. Death is rarely experienced by a braid directly, for there are so many more 
potentials than actuals. The destruction of a strand is a significant loss, as it effectively kills 
all of the braids of which that strand was a part. 


Mechanics 
Braids are made from specially prepared delta forks; normal delta forks cannot be used. The 
forks are combined using the same rules as for packages in Transhuman. 


Notes 
Inspired by the tines of Vernor Vinge's A Fire Upon the Deep. 


127: Driver Failure 


"Driver Failure" was the quiet cause of uncounted deaths during the Fall. Today many are 
still infected, effectively banished from biomorphs, able to live only in unliving synthmorphs. 


Driver failure is an entirely information-based virus, capable of infecting any mind. It is 
capable of spreading through any sufficiently information-dense medium; cyberbrains can 
be infected by digital variants, but biological brains can only be infected by a basilisk hack. 


Although they can carry it, synths and informorphs are immune to driver failure's effects. 
The easiest treatment, it would seem, is to resleeve into a synth or infomorph, or else use a 
pacemaker and respiration machine. These are only temporary solutions, however, as the 
virus survives the resleeving process, however, and if the victim ever resleeves into a 
biomorph, however, they will suffer its full effects. The only real cure is restoration from a 
pre-infection backup. 


Mechanics 
Driver failure is an information based strain, capable of infecting all transhuman minds. 


Stage 1: (Initial infection to one week) In the initial stage, autonomic control of breathing 
begins to break down. At first this will manifest as apnea and asthma-like symptoms. Within 
a couple days, autonomic control will break down entirely, and the victim will have to 
maintain a constant conscious effort to keep breathing 


Victims must make a WIL x 3 test once per day, representing the constant vigilance required 
to maintain their breathing. If they succeed, they take 1d10/2 SV, if they fail, they roll again. 

Success on the second test means they have had a close call, and take an additional 1d10 SV. 
If they fail, they die. 


Stage 2: (One week+) If the first week is survived, the virus progresses to the heart. Heart 
arrhythmias appear, and soon the heartbeat must be consciously maintained, in addition to 
the breath. 


Victims must make a WIL x 2 test once per day, representing the constant vigilance required 
to maintain their breathing and heartbeat. If they succeed, they take 1d10/2 SV. If they fail, 
they die. 


Plot Hook: On man afflicted with driver failure has lived far longer than any others. He 
exists in a state like constant meditation, under study on a remote Jovian research station. 
Firewall has obtained some of his brain scans, and believe he is beginning to manifest 
gamma-sleights, without any signs of Watts-McLeod infection. The players are tasked with 
raiding the station and retrieving as much information as possible, up to and including the 
man himself, if possible. 


Notes: Inspired by the terrifyingly real Ondine's curse. 


128: Terrabrew 


Terrabrews are small, cylindrical terrariums, containing bacteria, algae, and tiny plants and 
animals, in a chocolaty soil and sweet, mildly alcoholic water, all designed to maintain 
equilibrium indefinitely. Their stability makes them non-perishable, needing only light for 
maintenance and capable of being sold from special vending machines. Terrabrew is 
popular among the most stereotypical of the hyperelite, who enjoy devouring small 
ecosystems. 


125: Candy/Toys 


Among the poorer residents of the system, who live in biological bodies but cannot afford 
the cleverly engineered foods of the elite, never-mind any derived from grown crops or 
animals food, is organic matter printed by makers. Often, this means gruels and nutritious 
food bars, perfectly healthy and either bland or with unsubtle flavoring. There are a number 
of small autonomist projects designed to win inner-system support through better food. 


Candy/Toys are an open source project designing combinations of toys and candy that can 
be made by almost any maker. The maker prints small mechanical parts out of sugar, which 
can be eaten or built into simple toys, robots, and buildings. The toys are designed to 
encourage creativity among children who use them, and educate them in skills related to 
robotics and mechanics. 


150: The Immortals 


The Immortals are one of the most successful military outfits in the system, comprised of 
only a few dozen individuals. They are currently under a ten-year contract with Direct 
Action. 


What makes the Immortals the elite of the elite is their incredible breadth and depth of 
experience. Their members were career soldiers on earth, with decades of experience at the 
time of the Fall. After the Fall, they joined together to create the Immortals with a conviction 
that in order to ensure transhumanity's survival, the system needed transhuman soldiers 
who would not shy away from exploring their full potential. Unlike many other transhuman, 
posthuman or exhuman groups seeking to become the best possible warriors, they do not 
focus on augmentation or equipment; their primary concern is skill and experience. They 
make heavy use of forking to compensate for their small numbers, as well as simulations 
when real-world experience is lacking; each member has tens of thousands of hours of 
mission time. 


Team Praetorian has nine members, and specializes in body-guarding and police actions. 
They favor olympians or guard pods with non-lethal weapons, handguns, and riot shields. 
Currently they are usually acting as bodyguards for Direct Action executives. 


Team Janissary has twenty-one members and specializes in conventional warfare. They 
favor reaper morphs outfitted with heavy weapons: machine guns, seeker rifles and plasma 
rifles. They are currently participating in the war (Entry 60), as well as patrolling the Titan 
Quarantine Zone. 


Team Varangian has seven members and specializes in raids and special operations. They 
favor ghost pods with concealable weapons, and also commonly make use of sprayers and 
buzzers. Currently they are engaged in anti-Barsoomian operation on Mars, as well as 
excursions into the Titan Quarantine Zone 


131: Ntwadumela 

Ntwadumela ("He who greets with fire’) is one of the lost. Like many of his brothers and 
sisters, he was altered by the Watts-McLeod strain of the exsurgent virus. His mind, 
however, was altered in more subtle ways than many of the others, and he does not even 
know he is an asynch. The virus gifted him with a strange and powerful mind; he sees 
connections, makes calculations, understands the flow of events and comes to strange but 
powerful conclusions like a powerful AGI, beyond the merely human. The virus also 
destabilized his mind, and his sentience is under continual threat of erosion and maintained 
in part through sheer force of will; when physically threatened he usually slips into a fugue 
or unconscious frenzy. 


Currently Ntwadumela is serving as Direct Action's representative to the Immortals, and is 
therefore technically in charge. He prefers, however, to leave decision-making to the 
Immortals themselves, and serves only as an adviser. In this role, thanks to his Watts- 
McLeod altered mind, supplemented with an education in history, military theory, game 
theory and biology, he excels. The Immortals have learned to trust his conclusions even 
though they cannot begin to follow his thinking. In his spare time, Ntwadumela is learning 
to design robots, which he wishes to make as the flawless executors of his counter-intuitive 
plans. 


Mechanics 

Morph: Faust 

Motivations: +Self-Control, +Personal Development, +Victory 
COG 25 COO 20 INT 20 REF 15 SAV 20 SOM 10 WIL 25 
MOX - INIT 7 SPD 1 LUC 50 TT 9 IR 100 DUR 35 WT 7 DR 53 

Active Skills: Climbing 35, Fray 68, Freefall 45, Freerunning 30, Hardware: Robotics 40, 
Impersonation 60, Investigation 68, Kinesics 63, Kinetic Weapons 83, Networking: 
Hypercorps 50, Perception 73, Persuasion 65, Throwing Weapons 50, Unarmed Combat 
50 

Knowledge Skills: Academics: Biology 65, Academics: Military Science 83, Art: Game 
Design 50, Interest: History 65, Interest: Robot Models 55, Language: English (Native) 
80, Language: Mandarin 50, Profession: Military Operations 45, Profession: Squad 
Tactics 73 

Sleights: Pattern Recognition, Enhanced Creativity, Predictive Boost, Savant Calculation, 
Unconscious Lead 

Disorder: Fugue 

Morph Traits: Psi Chameleon, Psi Shield(1) 

Reputation: c-rep 100 

Implants: Basic Biomods, Basic Mesh Inserts, Circadian Regulation, Cortical Stack, Eidetic 
Memory, Endocrine Control, Enhanced Respiration, Enhanced Hearing, Enhanced Vision, 
Medichines, T-Ray Emitter, Hyper-Linguist, Math Boost 

Notes: Ntwadumela, paired with the rest of the Immortals (Entry 130), should be a 
plausible threat for even the most powerful PCs. If he enters combat, flip a coin. Heads 
and he is affected by his unconscious lead, fighting quickly and effectively. Tails and he 
enters a fugue state, and will be unresponsive until combat ceases. 


152: Frames 


Exosuits are designed to give wearers many of the advantages of synth/robot bodies while 
remaining biological. Yet frames (open-source, modular exosuits requiring synth wearers) 
are growing in popularity. Why design a robot for another robot to wear when you could 
simply sleeve into it? 


Sleeving into a suit as a morph is the best options, giving the greatest degree and depth of 
control, but it is not without its downsides. Sleeving takes specialized equipment, and time 
spent resleeving before and after every mission adds up. Puppeting is also insufficiency, as 
controlling a suit from a distance introduces latency problems. Frames can allow you to live 
in a civilian combat morph,while rapidly gaining the abilities of a specialized combat morph 
when needed. 


Other than its requirement for synth wearers, the big draw of frames is their potential for 
customization. The basic frame is a scaffold attaching to the synth, with longer limbs anda 
cyberbrain port for direct control. On its own it is underwhelming, but large numbers of 
modules have been designed 


Mechanics 
The basic framework, including extended limbs and a cyberbrain port for direct control, 


gives a morph the Increased Size trait and +5 SOM. [High] 


Armor plating, bolted to the framework, is equivalent to light body armor, adding 10/10 to 
armor. (Armor modifications can be added as with any armor) [Moderate] 


A back-piece with extendable wings and a thrust-vector system for extended gliding, or 
maneuvering in zero-g [Moderate] 


Weapons can be mounted, usually on the wrists or over the shoulder, allowing the wearer 
to carry multiple weapons at the ready without encumbrance [Low + weapon cost] 


A sensor suite with the capabilities of a 360° pair of specs can be easily incorporated and 
piped into the wearers sensorium [Moderate] 


Most cyberware and robotic enhancements can be used as modules, at the GM's discretion. 


155: Anthropomorphism 


Anthropomorphism is the ancient human habit of ascribing human characteristics or 
motives to non-human or even non-living entities. 


The anthropomorphism psychosurgical procedure and resulting state of mind is designed to 
increase a subjects ability to understand the natural world by, interestingly enough, making 
the mind carefully less rational. Specifically, the tendency to anthropomorphize and treat 
almost everything as an agent with its own mind and motives is increased, but not so 
strongly that it will override learned facts. Done correctly, a subject will still recognize 
abstractly what logic and science has learned, but will incorporate those facts into their 
internal mythology, at which point it will be processed through the well-evolved social 
regions of the brain. Anthropomorphism subjects have a noted increase in accuracy when 
predicting future events based upon their conception of the motives of natural phenomenon. 


Some groups also make use of the procedure religiously; it has, for example, been the root of 
a resurgence of Shinto, and is often used by those inclined towards mysticism. 


Mechanics 
Anthropomorphism is a psychosurgical procedure. 


Timeframe: 1 week 
PM: -10 
SV: 1d10/2 


At the GMs discretion anthropomorphism can be treated as the predictive boost and/or 
pattern recognition gamma sleights. 


134: Dart Guns 

A specialized tool as much as a weapon, dart guns are still found in the service of animal 
handlers, shepherds (Entry 124), and old-fashioned assassins. Dart guns are relatively 
underpowered, with a steep ballistic arc, and smartgun systems are commonly used to cope. 
The wide range of drugs, nanoswarms, toxins and chemicals that can be injected give the 
dart gun its utility. 


A kinetic firearm firing capsule rounds would seem to be objectively better in many ways, 
but a dart gun still has a few advantages. They are less inherently dangerous, and so most 
polities do not restrict them as rigidly as with firearms (although many payloads will have 
their own restrictions). They are lighter and smaller than most rifles, and are often able to 
be disassembled for easy carrying. 

Pneumatic versions can be repressurized with a hand crank, and low-powered rail variants 
can similarly be charged by hand. 


Mechanics 
Dart guns use the kinetic weapons skill [Moderate] 


Dart Gun [Moderate] DV: * DV Average: * AP: * 
Ranges: Short 0 - 30 Medium 31 - 80 Long 81 - 125 Extreme 126 - 230 


* The injection darts fired by dart guns do negligible damage. If a called shot to bypass 
armor is made, however, the dart's payload is injected into the target. 


Accushot and homing darts are commonly used but no other types of ammunition are 
applicable. 


135: The Guns of Tharsis 

The Mars Authority, with the support of the Planetary Consortium, are embarking on a great 
project to ensure the security of Mars against TITAN remnants and Barsoomian terrorists. 
Located at the equator, the tips of the great guns emerge from the sides of Pavonis Mons, 
into which they have been built. The promise of the guns is rapid deployment of soldiers 
from the air; the authority maintains QRT teams around the clock, even saving time by 
conducting briefings in midair. 


The guns are massive railguns, with a one meter bore. Biomorphs and pods are can be fired 
while within specially designed disposable pods, while synths can simply be bolted into a 
special framework. The pods and frameworks contain expandable wings allowing them to 
glide and control some of their flight, as well as drogue parachutes for landing. Once landed, 
the pod/framework is blown apart by explosive bolts, allowing a soldier to get into action 
immediately. 


A morph launched from the guns travels at ~10,000 km per hour, or 1,000 km every 6 
minutes. At any given time, a Mars Authority quick response team is ~6 minutes from 
Noctis, ~9 minutes from Olympus, ~18 minutes from Valles-New Shanghai, Pathfinder City 
and the Martian gate, ~25 minutes from Elysium, and between 2 and 24 minutes from any 
point in the TITAN Quarantine Zone. 


Mechanics 

If the players have earned a fast response from the Mars Authority, roll 1d4 to represent the 
number of minutes it takes the QRT to prepare, and add that to the travel time. Even the 
shorter, 6 minute travel times gives players key preparation time, but keep in mind that if 
the Mars Authority are using the guns, they will also devote some of their powerful 
surveillance to the mission, and the team won't give up without tracking down whatever 
called them out. 


Plot Hook: The Barsoomians are obviously very unhappy about this sword of Damoclese 
hanging over their heads. They are willing to pay the players a very large amount of credits, 
rep or favors if they sabotage or destroy the guns. Of course, the guns are one of the most 
important and well protected military sites on Mars. One of the Barsoomians suggests 
baiting a remnant warmachine out of the TQZ and drawing it towards the base as a 
distraction, or infecting the base with an exsurgent virus sample. Firewall, however, would 
not be happy about the possibility of exsurgents gaining control of the guns and raining 
down on Mars. 


150: Gliders 


The guns of Tharsis (see Entry 135) fire biomorphs and pods in one type of glider, and 
synths in another. The biomorph/pod version is an enclosed capsule with extendable wings, 
while the synth version has the same extendable wings but is a bolted-together framework. 
Both versions are used in the same way: first fired from the guns at up to 10,000 km/h, they 
extend their wings at the apex of their ballistic arc to gain distance and control. By the time 
they near their destination, they should have decelerated sufficiently to safely deploy their 
parachute and make a safe landing. 


The single-use, fragile nature of the gliders makes arming them mostly pointless, but 
recently there have been successful experiments mounting racks of single-use seeker 
launchers to their fore. Just before landing, the seekers can launch themselves at nearby 
targets, or else deploy a smoke screen, in either case helping to ensure a safer landing. 


Mechanics 
Glider Capacity: 1 Armor: 8/8 Durability: 50 Wound Threshold: 8 
Often augmented with reduced signature and chameleon skin enhancements. 


137: Toppled Towers 


Toppled Towers is a simulspace game, given players freedom to act as they please in a post 
apocalyptic environment. Players typically do their best to survive as long as possible, 
battling the elements and each other. 


The simulspace was designed and created as part of a social science grant; in fact, the 
primary purpose of the simulspace is to serve as the basis for social experiments. Most 
players would join together for survival, providing data on various types of social 
arrangements. Occasionally designers of new consumer technologies or augments have 
arranged for functionally similar devices to be introduced into the game to see how they 
will be used, and the simulation is realistic enough that inventions first created in the game 
have been turned into real devices. 


Originally, the environment was explicitly a post-apocalyptic Earth, but after the Fall all 
landmarks were removed and the game now takes place on an Earth-like planet. There has 
been a dramatic dip in popularity, but a core of loyal players has remained, most newly 
focused on rebuilding. 


158: Fabre s Fabulous Flavors 


Limits on biomass and living space make traditional livestock inaccessible to all but the 
hyperelite. When they do eat meat, most are happy with resource-efficient vat-grown tissue. 
Genetically-optimized insects can be almost as economical, and for those among whom "real 
food" still has a certain cachet, entomophagy has come into fashion. 


The most popular brand of edible insects is Fabre's Fabulous Flavors, specially designed so 
that each species has a unique flavor, such as sweet honeybees, sour grubs, spicy hornets, or 
the famous savory beetles. They are typically sold out of vending machines, mounted as if in 
a naturalist's collection, or else in cafes as kebabs. 


159: Motivation Trap 


Among the exhumans, or at least, among those exhumans social enough to share 
information and philosophy and learn from each other, one of the chief concerns is 
motivation traps: any form of ego modification the causes an ego to be unable or unwilling 
to undo the modification (with the implication that the modification is harmful or sub- 
optimal). 


Sometimes a motivation trap takes the form of a fundamental cognitive malfunction, and the 
modified ego is unable to look after itself, much less undo its mod. The more feared traps 
are subtle, taking the form, as the name implies, of a shift in fundamental attitudes and 
motivations. The classic exhuman fable illustrating this is of a powerful exhuman who 
thought it would be valuable to temporarily be a series of different personalities. He altered 
himself into a devout Buddhist successfully, but while the exhuman had been interested in 
being a Buddhist, the Buddhist was no longer interested in being an exhuman, and never 
changed back. 


For these reasons, it is standard practice among cautious exhumans to maintain and keep 
running a backup of its last stable version of itself. The backup oversees all experimentation 
and modification, testing the resulting modified thoroughly before accepting any changes 
into itself. 


Plot Hook: Exhumans do a lot of dangerous experimentation; how often does a well-armed 
Firewall/Ozma team fight past the automated defenses of an exhuman brinker hab, only to 
find that its owner has managed to off itself? Firewall has tasked the players with tracking 
down an exhuman threat. When they breach its isolated hab, they find that it accidentally 
rendered itself catatonic months ago and starved to death; its progeny, however, are very 
much alive. 


140: Tasping 
"There's a wire in my brain that simulates sexual pleasure when I kill people. That's all I 


have now." 
- Global Frequency #2 


Tasping is an established psychosurgical procedure activating the pleasure centers of the 
brain on command. The procedure was developed to treat mental illnesses such as 
depression, but has become most popular among criminal outfits such as Nine Lives, who 
use their own versions of the procedure to control their egonapping victims and slaves. 


Among criminal outfits, the Pavlovian pleasure rewards for good behavior are 
complimented by an induced constant happiness. The cognitive dissonance produced by the 
combination of constant hypomania mixed with the pleasure spikes that reward obedience 
is intense. The stress of knowing that your situation is horrible, while feeling that 
everything is wonderful warps your perspective; these slaves can honestly say that this is 
the happiest time of their life. 


Victims whose tasping is reversed experience a form of withdraw characterized by an 
intense clinical depression. Victims frequently become virtually catatonic, as the motivation 
system they grew used to is suddenly absent. This is typically in addition to PTSD or other 
disorders that result from their experiences. 


Mechanics 
Tasping can be found in the core rulebook, pg. 232. 


ILI: Neo-Canines 


Man's best friend might seem like the obvious choice for uplifting. Smart and friendly, there 
ability to coexist with humanity has been stress tested by every type of human society. This 
is, perhaps, why they have not been uplifted: to many people, re-engineering this old 
relationship would feel wrong in ways that don't apply to avians or octopuses. These same 
people were greatly disturbed when it became apparent that an exhuman project had 
uplifted dogs, creating neo-canines. 


Socially, neo-canines instinctively form into tight packs of up to a dozen individuals, and can 
include non-neo-canines. Trust and loyalty within these packs is absolute, but no bonds will 
be formed with any others. Non-pack members are treated in a business-like fashion at best, 
and will not be shown empathy or mercy. Mentally, neo-canines are undeniably smart, 
smarter than many humans. Their intelligence is focused in some unusual ways, however. 
Their ability to understand the motives and predict the actions of their pack-mates is nigh- 
total, leading to great feats of cooperation. They have difficulty with long-term thinking, 
however, typically having to work to methodically build formal plans of cause and effect. 


Neo-canine physiology has not been changed from that of normal dogs, at least on the 
surface; they are mammalian quadrupeds. The only differences are that their tails are 
longer, stronger, and prehensile, and their tongues are likewise, longer, and turned into an 
effective tentacle, although their sense of taste is virtually nonexistent. Neo-canines 
typically use their tails to for tasks requiring strength, and their tongues for tasks requiring 
finesse. They are incredibly perceptive, with enhancement suites for all senses. 


Mechanics 
Neo-canines are biomorphs [Expensive 25,000+] 


Implants: Basic Biomods, Basic Mesh Inserts, Claws, Cortical Stack, Enhanced Smell, 
Enhanced Hearing, Enhanced Vision 

Aptitude Maximum: 30 

Durability: 30 

Wound Threshold: 6 

Advantages: +5 COG, +5 to an attribute of the player's choice, +20 Kinesics 
Disadvantages: Quadrupeds have a difficult time in microgravity (-30 to Free Fall Tests) 
Notes: Reduced size trait 

CP Cost: 25 


Plot Hook: Most neo-canines currently living are members of exhuman-led packs, although 
it is rumored their will be an auction on Extropia selling the relevant data for their 
recreation. Firewall would like the players to attend the auction. They are to take not of the 
high bidders, counter a predicted exhuman attack, and either steal or buy the data. 


142: Livestock 


Cannibalism has lost its luster in the post-singularity world. Human meat is as easily 
acquired as any other type, at least if you'll settle for vat-grown. Once the interest in the 
taboo wanes, however, most prefer the carefully engineered meats; no reason to settle for 
human when impeccable veal is cheaper. Still, there are always fetishists and connoisseurs. 


Among those who maintain a romantic attitude towards cannibalism, vat-grown simply 
won't do. The very best meat is free-range. This doesn't mean they wan't to be murderers, 
however, and to this end a group of well-to-do cannibals crowd-funded a new morph, the 
livestock model. 


Livestock are designed, and born, to be eaten. Some sleeve their livestock with simple Als, 
capable of carrying out dietary plans and exercise regimens. Criminal outfits use tasped 
slaves (Entry 142), as relaxation leads to a higher quality product. Livestock are also a not- 
uncommon choice of morph for infugees, as some patrons will subsidize the cost of the 
morph in exchange for the rights to it in a few years. 


Mechanics 
Livestock are biomorphs [High +5,000] 


Implants: Basic Biomods, Basic Mesh Inserts, Cortical Stack 
Movement Rate: 4/20 

Aptitude Maximum: 25 

Durability: 30 

Wound Threshold: 6 

CP Cost: 5 

Credit Cost: High 


143: Hulderhund 

Titan is far rimward, cold and distant from the greater mass of transhumanity. Nevertheless, 
thanks to the Commonwealth's One Mind, One Body policy and friendly liberalism, the 
Titanian population is growing quickly. The hulder, the nomadic herders of caribou across 
Titan's cold, carbonaceous surface, see in this growth the slow loss of the wildness of their 
herding grounds. As a part of their cultural experiment, as welcome companionship, and as 
an early stage of preparation for predicted altercations, they created the hulderhund. 


Like hulders and their caribou, hulderhund blubbery skin makes them appear cybernetic on 
the surface, but they are entirely biological, engineered from Titanian Autonomous 
University smarts (Entry 20). Like the caribou, hulderhund eat the natural carbonaceous 
compounds from Titan's surface, and participate in the AR hallucination of Earth's tundras. 
Hulder train them in herding, but otherwise keep them for companionship. 


Mechanics 
Treat as smart dogs with the addition of fractal digits, long-term life support, and 
temperature tolerance (Cryonic) [High] 


IAL: Seeing-Eye Balls 


Seeing-eye balls were for a time the premier choice for small, flying surveillance. Perfect 
spheres the size of human eyeballs, mounting small cameras and propelled swiftly by their 
ionic skin. They were limited in their capabilities, but were both fast and reliable and used 
to be sold by the dozen in elegant pouches, only falling out of use when the smaller and even 
more discrete specks were released. 


The balls made a recent comeback, however, when someone had the idea of modifying their 
synth to use the bots as eyes and whats more, detach and reattach them at will. When 
attached they are almost indistinguishable from standard synth eyes, making them easy to 
smuggle into places that might not allow bots. Once detached, the user can see through 
them as if they were still their normal eyes; it is recommended to use only one at a time or 
else keep them paired, as disorientation and nausea often result from trying to perceive to 
entirely different points-of-view at once. 


Mechanics 
Seeing-eye balls are robots [Trivial] 


Movement Rate: 4/40 Max Velocity: 80 Armor: 2/2 Durability: 25 
Wound Threshold: 5 Mobility System: Ionic 


Enhancements: 360 Degree Vision, Access Jacks, Enhanced Vision 


Seeing-eye balls can also be installed as cyberware [Moderate] 


145: Origami 


The residents of Torii, on Eris, have can have difficulties with entertainment. Eris is almost 
13.5 light-hours from the Sun, making live communication with the bulk of transhumanity 
impossible. Torii is also based around the Discord Gate, which is under continuous threat 
from the many powers who would seek to control it. The population is under continuous 
pressure from Go-Nin/Ultimate security, with regular searchs and seizures of property. For 
these reasons, Torii's arts and entertainment tends to be home-grown, minimalist, and 
deliberately temporary. 


A new form of origami has been created by some of Torii's residents. The key innovation 
was a thin, paper-like sheet of muscular fabric, capable of moving itself. The fabric can be 
bent and folded to make normal origami, and then, if it has been done correctly, will be able 
to move itself in imitation of its form: snakes undulate, horses walk and run, and in Torii's 
low gravity, cranes can almost fly. 


Mechanics 
Torii orgiami can be created with the Art: Origami knowledge skill. 


146: Long-Guns 


Long-guns are the current pinnacle of specialized sniper gear. Railguns with nine meter 
barrels, taking shots from many kilometers away, they fire special flechettes; darts a meter 
in length. 


Double digit kilometer range shots present a number of problems to the shooter. Primarily, 
even the highest velocity projectiles will have at least several seconds of flight time, greatly 
limiting their use against moving targets. Additionally, the longer the flight time, the more 
the projectile will be influenced by wind. Long-guns almost always use homing rounds to 
overcome these problems, and come with special optics and smartgun systems suited to 
guiding rounds towards moving targets from greater-than-usual distances. 


Long-guns come with other problems as well. Each shot exhausts large capacitors and 
coolant tanks, making them resource hungry. Long-guns can be disassembled for 
transportation, but even then are hardly man-portable, breaking into five ~60kg pieces. 
They are therefore only used for shots that can be planned well in advance, or as fixed 
installations. Many military bases have camouflaged bunkers set kilometers away, 
positioned to fire on attackers from unexpected angles. 


Several military contractors and hypercorps are designing vehicles that will serve as long- 
gun platforms. A mobile driving or flying long-gun would be very difficult to defend against, 
as it will have re-positioned by the time any shot can be traced back. 


Mechanics 
Long-guns are wielded with the Kinetic Weapons or Gunnery skills. 


Long-Gun [Expensive] DV: 3d10 + 10 DV Average: 26 AP: -25 
Ranges: Short 1km Medium 5km Long 10km Extreme 15km 
All long-gun ammo is armor-piercing (effects incorporated into stats) and homing. 


144: The Dream 


The dream is a massively multiplayer simulspace accessible only through dreaming. Anyone 
with a cyberbrain (but not yet anyone with biological brains) can have a client installed that 
detects when the user has fallen asleep and begun to dream. When anyone with the 
appropriate connection begins to dream, their dreams are guided by the software, giving 
them lucid dreams of the simulspace environment. 


Dreamers have a great deal of power within the dream, able to create, destroy and control 
at a whim, although within certain constraints. In order to keep the dream a consistent 
multiplayer experience for all dreamers, they cannot effect each other directly, and if they 
attempt to do two incompatible things, the software will try to combine the two actions, 
often with unexpected consequences. 


Some dreamers are more lucid than others, and even lucid dreamers have unconscious 
influences. Observing in the local dream can be a good way to gauge local feeling, and a lot 
about a community can be determined by tracking changes in their dream. 


Plot Hook: Firewall needs information from someone, but cannot simply abduct and 
interrogate them. They are, however, a dream user. The players must subscribe to the 
dream, track down the appropriate dreamer and interpret their dreams, looking for clues. 


148: Medicinal Probiotics 


Everyone is familiar with the concept of probiotic foods (Entry 89). Medicinal probiotics are 
an old tradition, dating back to the early days of genetic engineering. Engineered strains of 
bacteria, viruses, and yeast can do excellent things for ones health, and their potential is still 
being explored. One of the oldest types of medicinal probitoics are those engineered simply 
to rid the body of certain unwanted foreign agents; each strain, when ingested or injected, 
breaks down a drug, sequesters a toxin, or hunts a pathogen. 


Medicinal probiotic strains made their way off - Earth one strain at a time. Pre-Fall, there 
were many, many strains, and no-one felt any great need to preserve them. Families, 
scientists, refugees and colonists took what strains they thought might be useful with them, 
while many off-Earth servers containing their genomes were destroyed or suborned by 
TITANS. Even today, particular strains are the jealously guarded treasure of refugee families, 
criminal outfits, or brinker communities. 


Mechanics 
Probiotics counter a specific type of toxin, drug, or pathogen, like an antidote [One cost 
category higher than their toxin, drug, or pathogen] 


149: Police Fog 


The thin mist saturating many habitats might be its primary police force. A type of utility fog, 
police fog is usually deployed to entirely permeate public spaces. Its use is often seen as 
heavy-handed and indicative of a police-state. 


On its own, any given fog-bot has only basic functions, attaching or detaching to its 
neighbors, relaying information, sensing its immediate surroundings, and emitting tiny 
amounts of light. Working together, however, the fog becomes capable of many tasks. The 
fog can rapidly coalesce, impeding sight and even movement. Combing the poor senses of 
each bot produces thorough and fine-grained surveillance of the filled area. In addition to 
mesh-based communication, they will often relay messages through light or ultrasound, 
making them difficult to jam. Each unit can emit colored light, which, when coordinated, 
allows them to form signs and holograms. 


Engineers are working to add even more functionality, including fire-fighting, and 
neutralizing hazardous materials. 


150: Exhuman Perspectives 


"Cliché goes that communism was a great idea, but for the wrong species. Well, us 
transhumans can become whatever species we wish. Corruption, greed, mob mentalities, 
power trips, terrible obsessions; all of these problems can be well and truly solved if only 
you are willing to take a knife to your foolishness." 

- Thomas Augustus, AGI and pioneer of psychosurgury 


“Human morality is of little use, why should lives be respected when we are immortal, why 
should pain be avoided when sensation can be edited, why should you give credence to an 
ancient voice in your head that understands only the tribe and the savannah?” 

- <name withheld>, child kidnapped and raised by an exhuman clade 


"Singularity seekers are often committing a teleological fallacy. Greater sophistication, by 
any metric, is not necessarily the key to success. There are many examples of species on 
Earth remaining essentially unchanged over hundreds of millions of years, because they 
occupied the right niche. Careful, lateral change can be more worthwhile than simple 
increases in power." 

- Excerpt from initial Exhuman response, Exhuman/Singularity Seeker debate 


"It took the TITANs to convince us to embrace what our technology has made possible. Lot 
less flats around then there used to be. Transhumanity has proven it thrives on adversity." 
- Unsleeping Golem Whose Mind Journeys Too Far, known Exhuman terrorist 


“A species has one strategy for survival. Species go extinct regularly. Ecosystems are diverse, 
the extinction of every single species is rare. Do not limit yourself to one ego. Be fruitful, 
multiply, and become your own ecosystem.” 

- Myrmidon (Entry 61), early fork hive (Entry 24) 


Notes 
Inspired by Farcast 252: Bioconservative Ethics. 


151: The Gestalt Albia 


Albia is a brinker habitat located in the Uranian trojans. To an ignorant observer it is 
uninteresting, a cluster hab run along autonomist lines. When the mutualism demanded by 
isolated space life is insufficient, they govern themselves as a direct democracy. 


Albia is also a gestalt consciousness occasionally formed from the citizens of the station. 
Linking together the minds of all citizens results in their subsuming into Albia, a discrete 
consciousness emerging from the network of citizens in the same way the AGIs may emerge 
from other complex systems. While Albia is awake, the egos of citizens are totally consumed, 
but when Albia withdraws they awakening as if from a deep sleep. 


Albia (the gestalt) appears to be thoroughly invested in the well-being of Albia (the habitat), 
with as much control as it cares to execute over the habitat, but with particular interest over 
the habitat's long-term strategies. The last act of each instance of Albia are its instructions 
on when it is next to be awakened. 


Plot Hook: Albia is smart, but not beyond what is possible for a transhuman ego witha 
savant or hyperbright morph. Their real advantage is in access to the skills and memories of 
all gestalt members. Firewall suspects that this is why Albia has avoided the exsurgent virus 
thus far. They are therefore greatly concerned by exsurgent activity seeking to smuggle 
supercomputers on to Albia, and task the players with intercepting them. 


152: Reflexive Seeker Point Defenses 


Reflexive seeker point defense systems (RSPD) counter one of the most prolific and 
dangerous weapon systems in the post-Fall era: seekers. The system fights fire with fire by 
intercepting incoming seekers with micro-seekers of its own, loaded with HE to cause the 
destruction or premature detonation of the incoming warhead. 


The launcher is typically mounted on one of the shoulders, with one set of sensors mounted 
on the launcher, and the other on the opposite shoulder in order to ensure 360° coverage. 
When an incoming seeker is detected, the micro-seekers pop forwards, adjusting 
themselves with internal gyros, then rocket towards their target. Note that the system has a 
tendency to produce collateral damage if the intercepted warhead is explosive. 


Mechanics 
RSPDs can be installed as an armor or robotic enhancement [Moderate] 


The system uses an AI with Seeker Weapons 40, on a successful roll, the incoming missile 
has been intercepted. The detonation of intercepted warheads can cause collateral damage 
at the GM's discretion. 


155: Carcossa 


Carcossa is one of the most nefarious, having no immediate effects, capable of spreading 
undetected through a population before spontaneously turning the community into a cult. 


Each victim of the strain (usually called dreamers) halts their usual dream activity and 
begins to dream only one dream, the same every night. Dreamers are typically dissatisfied 
with their attempts to describe their dreams to others, feeling that key details, moods, and 
inferred contexts are lost. Of course, people have the problems describing their normal 
dreams to others, so perhaps this is normal, and the dreams are not so alien after all. 


When dreamers meet, they inevitably wish to discuss their dreams, and will sometimes find 
that their dreams are linked, and that they dream to perspectives of the same scene. 
Dreamers who have successfully linked dreams begin to hold the conviction that their 
dreams are fragments of the true world, and that this world is the dream. Compilations of 
dreams suggest a narrative of an immortal society, fallen past decadence but unable to die. 
Each dreamer dreams one of the days of the lives of its residents, enacting pointless politics 
and ritualized betrayals. 


The strain is memetic, but how it is spread is an unsolved problem, a fact that causes 
Firewall no end of worry. 


Mechanics 
The dream is a memetic strain, spread by basilisk hacks, infecting all humans. 


Stage 1: (Initial infection to one month) During this stage the strain is dormant. It can 
only be detected and treated through psychosurgy. 


No effects during this stage. 


Stage 2: (One month+) At this stage the dreamer begins to dream their dream. They dream 
the same dream every night, and will dream no other dreams. The victim is not otherwise 
effected, and carry out their daily lives as normal. 


Victims take 1 SV per day during this stage. 


Stage 3: (Upon linking dreams) It is if the dreamer is introduced to other dreamers that 
the strain enters its most active phase. Dreamers will often find that their dreams are 
linked; that another dreamer is dreaming the perspective of one of the characters in their 
own dreams. Linked dreamers will seek others and often form the nucleus of a cult of linked 
dreamers. Dreamer cults seed their locations with camouflaged basilisk hacks, the only way 
the strain is spread. 


Victims take 1d10/2 SV per day, gaining disorders that parallel the personalities of the 
character they dream. 


15: Smart Seekers 


Seekers have many advantages. As homing missiles, they are very accurate, different 
warheads allow for a great deal of flexibility, they have the longest range of any small-arm, 
but there is always room for improvement. 


Seekers can take best advantage of their range and homing abilities over flat landscapes, but 
much of transhumanity lives in cluster, beehive and otherwise dense, built-up areas their 
guidance systems struggle with. Additionally, taking advantage of a seeker's full range often 
requires spotters, 


Smart seekers link the missiles to an AI more powerful than any that could be run on a 
warhead. The AI can guide the missile through complicated, confined spaces as well as 
choose and prioritize targets on its own. Smart seeker Als, however, are too powerful too 
run on a warhead, and must be run on a launcher-mounted computer. A constant link is 
required between warhead and AI, something that can be potentially exploited by hackers. 


Mechanics 
Smart seeker Als are software [Moderate] 


The software adds a +10 modifier to the attack test, but requires a constant connection with 
the missile, providing an opportunity for hackers 


155: Aulo-Bombs 


Autonomous explosive vehicles (usually called auto-bombs) are purpose built suicide- 
bombers, saucer-like drones containing charges equivalent to mini-grenades. 


Auto-bombs are often used as screens for other units, engaging an enemy before they have 
the chance to attack, and quite effectively ruining many ambushes. Unlike missiles, they can 
remain in flight for extended periods of time, and recharge when necessary, making it 
possible to have them patrol a perimeter, lay an ambush, or go on search-and-destroy 
missions. Their more advanced Als are capable of adhering to complex rules of engagement, 
from "HEAPs should only target vehicles" to "do not kill or injure anyone not visibly armed". 


The ionic propulsion systems of most models are slower than the rockets used by seekers, 
making them much easier targets for point-defense systems. They are also, however, much 
less obvious, and stealth variants can bypass defenses that would quickly acquire a bright, 
loud rocket. 


Mechanics 
Auto-Bombs are robots [Low plus payload] 


Movement Rate: 8/40 Max Velocity: 80 Armor: 2/2 Durability: 25 Wound 
Threshold: 5 Mobility System: Ionic 


Enhancements: 360 Degree Vision, Access Jacks, Enhanced Vision, Radar 


A stealth variant adds chameleon coating and signature reduction [Moderate plus 
payload] 


156: Limpels 


Limpets are some of the least intelligent of the TITAN's machines, with simple, hungry 
minds, but this has not prevented them from becoming the most deadly. Their combination 
of ambush, swarming, and nano-scale disassembly has claimed thousands of wanderers 
since the Fall; in sufficient numbers they can overwhelm even military vehicles. 


Limpets are rough bowls approximately 5 - 10 cm in diameter. The interior of the bowl is 
lined with powerful muscles and a unique, semi-organic form of fractal digits. The exterior 
is a tough but flexible shell. They do not posses eyes or any other typical sensory organs, but 
sense t-ray and radar very well. 


Limpets attack in groups, although they do not cooperate beyond an instinct to swarm. They 
will attach themselves to outcrops or bury themselves in the ground, and when a target 
comes within range, leap dozens of meters at them. If they hit their target, they use the 
outer ring of their fractal digits to attach themselves, while the inner core begins to 
disassemble. While attached they look something like the animal from which they get their 
name. 


Mechanics 

COG 5 COO 20 INT 5 REF 20 SAV 5 SOM 15 WIL5 

MOX - INIT 7 SPD 1 LUC - TT - IR - DUR 40 WT 8 DR- 
Mobility System: Hopper (4/20) 

Skills: Fray 50, Freerunning 60, Perception 50 


Notes: Armor 12/12, Mobility System Ionic, Radar, T-Ray Emitter, Fractal Digits 


An attached limpet does 1d10 DV per minute. They can be pried off with a SOMx3 test, 
doing 1 DV to the attached victim as the limpet takes tissue with them. 


157: Waldos 


Telepresence robots have a long history with transhumanity. Their use has fallen out of 
favor as the skill and reliability of Als has grown, but they have never died out. Waldos 
combine the strengths of both Als and telepresence, allowing for a smooth mixing of both, a 
unique strategy that has paid off, and brought waldos to more labs and workshops 
throughout the system. 


Typically waldos are approximately head-sized, resembling four legged spiders/crabs. They 
have two general purpose arms as well as two slots for specialized tools. Despite their size, 
they are capable of carrying heavy loads. 


The key to the waldoes success is their variable-strength AI, inspired by the semi-autonomy 
of octopus tentacles. The AI naturally reacts to the degree of effort made by the user: the Al 
fills in any gaps in user control, but never supersedes the commands of the user. 


If the user desires full control, the AI sidelines itself. If the user is not present at all, the Al 
runs the robot autonomously. If the user is focusing on observing something, the AI ensures 
a stable viewing platform. The user might move the waldo by directly controlling its limbs, 
giving directions to the AI, giving the AI a destination, or any combination of the three. 
Waldo Als can also be easily trained to perform repetitive tasks. 


A skilled user of waldos acts like the brain of up to a half-dozen extra limbs, and can run a 6- 
person lab or workshop all by themselves. 


Mechanics 
Waldos are robots [Moderate] 


Movement Rate: 2/8 Max Velocity: 8 Armor: 2/2 Durability: 10 Wound Threshold: 2 
Mobility System: Walker 


Enhancements: Access Jacks, Enhanced Vision, Extra Limbs (4), Grip Pads, Utilitool 


Waldos are often equipped with mobile labs, disassembly tools, or other specialized tool- 
sets depending on their task. 


158: Darwin Nosek 


Darwin Nosek is a hyperelite scion, bio-artist, small player in Lunar politics, large player on 
Mercury, Extropian consultant, anarchist firebrand, Buddhist monk, and more; he can be all 
of these things because he is also the originator of choice forking. 


Everyone is faced with important choices, choices of significance that determine the paths 
of their lives. Nosek hated making difficult choices, especially without knowing quite where 
each will lead. Instead of simply accepting the way of things, the resources and mindset of a 
hyperelite scion found him a way to have his cake and eat it too. Instead of limiting himself 
to one option or another, he forks himself, and follows both options. 


One of the earliest and most significant decisions Nosek forked was whether or not to leave 
Earth for Mars as his family began to acquire assets off-world. His Martian fork lost much of 
its fortune and began to be influenced by voices hyperelite society normally drowned out. 
He forked and one traveled to Extropia, where he became a true proponent of anarchism. 


The fork left on Earth retained a typical hyperelite lifestyle, forking several choices; the 
details are largely lost however, as only two offshoots of that fork evacuated. Those forks 
went to Luna and Mercury. The Lunar fork is perhaps the most unchanged from the original 
Darwin Nosek, maintaining a vapid hyperelite lifestyle. The Mercurial fork buckled down 
and found himself rapidly gaining political influence, and is working his way towards a 
position in the Planetary Consortium proper. 


Relations between inner and outer system forks mirror the politics of the system as a whole. 
Both inner and out forks wonder what choice could possibly have allowed for such naive 
idealism, both groups are ostensibly peaceable but exploring their options, and both groups 
tend to mediate their interactions through the extropian, who has become quite wealthy 
exploiting his disparate connections. 


Mechanics 

By the nature of their creation, every fork of Nosek is notably different, and each will have 
different stats. A fork is best created using the character creation packages from 
Transhuman: each fork has the 3pp Hyperelite: Scion background package, and can be 
plausibly built in almost any direction from there. 


159: Basilisk Weeds 


Basilisk weeds appear to have been modified in two ways: they grow quickly and reproduce 
in great numbers, and they grow in ways that create basilisk hacks. Every aspect of their 
forms, from the veins in their leaves, the fractal patterns of their branches, the flow of their 
bark, and even the sound of wind through them, has been engineered to erode human 
minds. Basilisk hacks are precise things, however, and the basilisk weeds don't always grow 
in quite the right way to produce their full effect. Often, basilisk weeds simply induce a 
feeling of vague dread, anxiety or confusion. 


The majority of the basilisk weeds were, and perhaps are, on Earth. They would grow in 
terrible groves the locals learned to avoid, or else those wandering into forests would 
become confused, disoriented or catatonic, and never come back out. 


Mechanics 
Whenever a character views a basilisk weed, flip a coin. Heads, the character simply feels a 
sense of dread, tails they are effected by one of the incapacitating input type basilisk hacks. 


60: Rage and Terror 


In the early phases of the Fall, before anything was known of the TITANs, the world simply 
seemed to be becoming strange and worse. The planet was already in a state of ecological 
turmoil, with animals being pushed out of their normal habitations and into contact with 
humanity. Some actions seemed definitely beyond what could be explained by desperate 
hunger, increased competition, or diseases such as rabies. Rats occasionally swarmed from 
drains, attacking even large groups of people, family dogs might suddenly run off in terror, 
biting at their former friends and never trusting them again, and many people lost their 
eyes to birds. 


The culprits were animal-oriented basilisk hacks, inducing in their victims a frenzy of rage 
and terror. With simpler effects and operating usually on less complicated brains than those 
of humans, the hacks were commonly made by basilisk weeds (Entry 159). Apparently 
there was a hack for each species, and even today it is best not to take animals into TITAN 
zones. 


Notes 
Inspired by Arthur Machen's The Terror. 


161: The Portia Fragments 


The great advantage of portia hobbling (Entry 122) is that it not only slows Als, but allows 
their saves their thoughts to be examined at the leisure of their handlers. The examination 
of the thoughts of too-powerful Als allows them to be checked for dangerous intentions, but 
also allows for the best possible insight into what they think, and just as important, how 
they think. 


The snapshots of portia hobbled minds are both very valuable and very dangerous, and are 
carefully guarded. Still, the system is full of hacktivists, aggressive exhuman clades, 
defectors who would want to have something of value to offer their new polity, and careless 
scavengers who will may recognize something interesting among the wreckage when 
everything has gone horribly wrong. Portia fragments have become highly sought after by 
exhumans and singularity seekers, looking to use the knowledge within, and Firewall and 
Ozma, hoping to contain it. 


Mechanics 

A character attempting to understand a fragment must make a Psychosurgery or relevant 
knowledge skill check, such as Academics: Cognitive Science, or Profession: Psychiatrist. If 
they succeed, they understand the thought the fragment expresses, and gain 1d10+1 points 
in a relevant knowledge skill, usually Academics: Philosophy, Academics: Mathematics, or 
Academics: Cognitive Science. They also gain SV equal to skill points gained and must make 
a WILx3 test, gaining an additional 1d10/2 SV if failed. 


Notes 
The Portia Fragments are intended to take the role of the eldritch tomes from Call of 
Cthulhu games. They can give players an opportunity to learn What Is Really Going On. 


162: Olympus Asylum and Spa 


The Olympus Asylum and Spa is the premier Martian location for resleeving, augmentation, 
and psychosurgery (both therapeutic and elective). Our skilled team of massage therapists, 
physical therapists, implant surgeons, geneticists and psychosurgeons are here to give you 
the best possible augmentation experience. 


The building itself is near the top of Olympus’ caldera, built through the ridge, with offices, 
common rooms and surgical suites overlooking the city, and patient rooms overlooking the 
martian landscape. The facility has heavier security than might be inspected, so as to ensure 
the privacy of their high-profile guests. Access is only through a purpose-built 
inclinator/cafe up the side of the caldera, serving no other facility, and the slopes are closely 
observed. 


Plot Hook: One of the players has checked in to receive treatment for their Firewall related 
stresses, to gain some high quality augmentations, or as the best way to sleeve into an 
unfamiliar morph.Their treatment goes well, but they notice a wing of the facility that is 
kept off-limits, and catch hints that it is used for psychosurgical experiments of the sort 
Firewall would be interested in. 


Plot Hook: For two days communication between the facility and the outside world has 
been cut off, the inclinator has remained at the top, and no one has left. A singularity seeker 
had payed a hefty bribe to use their facilities for experimental psychosurgury, and Firewall 
suspects that something has gone terribly wrong. 


163: Cluster Missiles 


In their continued effort to expand the utility of seeker weapons, Ares Munitions has 
recently put a model of "cluster missile" on the market. The missiles contain other, smaller 
missiles, ready to burst out and engage separate targets to effectively engage groups or 
overwhelm point defense. A standard missile can hold two mini or 4 micro seekers, and a 
mini-missile can hold 2 micro seekers. 


Cluster missiles obviously put out more seekers per shot than a single warhead, but the 
difference is usually not so large as to be worth the increased expense. The primary use of 
cluster missiles is in increasing range: a standard missile has a maximum range of 10km, a 
mini of 3km and a micro of 2km, thus a standard missile will often be used to carry clusters 
to far targets, at which point it breaks apart and the mini or micro seekers attack as usual. 


Mechanics 
Cluster missiles are [High, plus contained missiles] 


164: Mr. and Mrs. Schmidt 


Mr. and Mrs. Schmidt were married in Berlin, many decades before the Fall. He was a 
professor of history, she a writer of mildly popular mystery novels. They were upper-class, 
but never achieved a hyperelite level of income. They invested their money well, however, 
and transhuman longevity gave them plenty of time to watch compound interest accrue. 
Even after the chaos and losses of the Fall they are quite wealthy. 


They were wealthy enough to buy passage off-world during the Fall, but only for one body. 
Rather than be separated, they acquired a multiple personalities implant and sleeved into 
the same body. They originally intended to resleeve into separate bodies once they arrived 
on Luna, but got used to the arrangement. They had grown quite to know each other quite 
well over their decades of marriage, and after a decade of living in the same body, have 
converged so well as to become at times indistinguishable. 


Since the Fall, they have dedicated themselves to the reclaimer cause. Mr. Schmidt leads a 
project keeping the memories of Earth alive by teaching pre-Fall history and consulting on 
Earth-related media. Mrs. Schmidt writes a popular reclaimer blog, mixing poetic pre-Fall 
vignettes with calls to action. They are both popular among academic and reclaimer circles. 


Mechanics 

Morph: Exalt 

Motivations: +Stability, +Education, +Reclaiming Earth 

COG 25 COO 15 INT 20 REF 15 SAV 20 SOM 10 WIL 20 

MOX - INIT 7 SPD 1 LUC 30 TT 6 IR 60 DUR 35 WT 7 DR 53 

Active Skills: Beam Weapons 35, Fray 35, Interfacing 83, Kinesics 75, Networking: 
Ecologists 68, Networking: Hypercorps 73, Persuasion 60, Pilot: Groundcraft 45, 
Protocol 83, Research 60 

Knowledge Skills: Academics: History 70, Academics: Post-Fall History 70, Academics: Pre- 
Fall History 75, Art: Writing 75, Interest: Blogs 50, Interest: Old-Earth Relics 70, 
Language: English 60, Language: German (Native) 90, Profession: Instruction: 70 

Reputation: c-rep 100 

Implants: Basic Biomods, Basic Mesh Inserts, Cortical Stack, Clean Metabolism, Enhanced 
Hearing, Enhanced Vision, Medichines, Multiple Personalities* 


*Note that although the multiple personalities trait means there are two egos in one body, | 
have built them as one ego based upon there convergence and for convenience. 


165: Tall-Dogs 


TITAN bred tall-dogs wander the deserts of Mars, ranging far from the TITAN Quarantine 
Zone, their ultrasonic howling Physically, tall-dogs resemble the maned wolves of old Earth, 
walking on stilt-like legs. They also, however, have tooth-less jaws and meter-long, 
prehensile, blood-sucking tongues. 


Tall-dog behavior is defined by their apparent lack of consciousness, with behavioral 
patterns that remind many of insects or robots, not mammals. They are nonetheless social, 
although they do not form any permanent or even semi-permanent packs. Tall-dogs 
maintain contact with each other through through their constant ultrasonic howling, 
sharing information about themselves and their surroundings. When they are in a secure 
position they will attempt to breed. They are hermaphroditic, so each member of a pair will 
impregnate the other, then they separate. Like normal wolves or dogs, they will dig a den to 
give birth in, although they always give birth to twins. Tall-dog pups grow almost as fast as 
they can be fed, usually reaching maturity in a month. 


They hunt primarily through ambush. If one picks up the scent of prey, it will follow from a 
distance, staying out of sight and following only through smell, while howling to draw other 
dogs. Once enough dogs have joined, they rush the target, piercing it with their tongues and 
killing rapidly through blood-loss. 


Sequencing of the tall-dog genome has revealed a disquieting fact: all signs point to the dogs 
not having been engineered, but that even their most extreme traits were formed through 
selective breeding. 


Mechanics 
COG 5 COO 10 INT 10 REF 20 SAV 5 SOM 20 WIL 10 
INIT 8 SPD 2 DUR 35 WT 7 DR 53 LUC 20 TT 4 IR 40 


Skills: Perception 80, Unarmed Combat 60, Infiltration 60, Fray 60, Freerunning 50 
Enhancements: Bioweave (Heavy), Claws, Echolocation, Enhanced Vision, Enhanced 
Hearing, Enhanced Smell, Enhanced Respiration, Temperature Tolerance 

Sleights: Unconscious Lead (Constant) 

Movement Rate: 6/40 

Attack: Tongue 1d10 + 2 DV, AP -1 

Armor: 3/4 


166: Born Again 


The born again are a widely distributed religion, loosely Christian but with no central 
doctrine or organization. They are organized around a general faith, but more specifically 
around a psychosurgical procedure called baptism. 


The baptism psychosurgical procedure stimulates religious a constant experience through 
temporal lobe epilepsy. The born-again are perfectly aware of the neurological basis of their 
spiritual experiences, but they do not feel that this makes them fake, or more specifically, 
the distinction does not interest them. According to born-again theology, the important 
thing is that one has a sincere faith, the baptism procedure only serves to keep one's mind 
focused on God. They therefore do not use the procedure as part of conversion, faith must 
come first. 


Mechanics 
Rebirth is a psychosurgical procedure. 


At the GMs discretion it may prevent SV damage. 


Timeframe: 1 week 
PM: 0 
SV: 1d10/2 


107: Tipsy! 


Tipsy! is one of Extropia's most popular game shows, combining intoxication and 
psychoactive drugs with obstacle courses and contests of skill. The show takes place in 
simulspace, to minimize insurance premiums, allow the use of inexpensive, open-source 
narco-algorithms, and design as unrealistic an environment as they like. Contestants might 
run a freerunning course while on buzz, take part in a combat simulation while on hither 
and juice, have a dance contest while on MRDR, solve a murder-mystery while on LSD, be 
quizzed on trivia while on a low dose of schizo, and the perennial favorite, very drunken 
boxing. 


168: Training Under the Influence 


The transhuman battlefield includes the traumas of battlefields from the earliest 
civilizations, but also new and strange sources of stress. TITAN weaponry targets the ego 
almost as often as the body, and soldiers must often use augmentations and combat drugs 
that create strange states of mind. 


A soldier who can field-strip their weapon, run an obstacle course, and relay technical 
information not only while sober, but while drunk, stoned, hallucinating, numb to the world, 
or filled with synthetic bloodlust can be trusted to keep their heads while under the 
strangest and most stressful situations they might encounter in the post-Fall world. 


Ultimates will dose initiates with inhibition suppressants in order to gauge their 
personalities. Scum militia often use drugs for fun, but some have also been experimenting 
with hallucinogens to teach themselves to ignore their senses when necessary. Direct Action 
sends recruits through normal training, then runs them through the same drills, but this 
time while they are nearly out of their minds on combat drugs. 


169: Knockout 


Knockout is the sellable name for a designer drug with some unsettling applications. The 
drug suppresses higher brain functions, turning users into high-functioning zombies (Entry 
82). 


Freed from the burdens of conscious thought, zombies have rapid reaction times and are 
powerful in combat. Knockout users are no different, but most polities have shied away 
from its use as a combat drug, feeling that unconscious soldiers are even less trustworthy 
than than those filled with adrenaline and amphetamines. It doesn't help that the drug can 
have strong interactions with other drugs and augmentations; experiments with 
knockout/MRDR cocktails produced confused berserkers, unsure of what to due but follow 
the urges of their synthetic bloodlust. 


In contrast to its potential as a combat drug, some have been using it as a way to avoid 
drudgery and routine work. As long as a task does not require much in the way of higher 
brain functions,a user can dose themselves and come to hours later, with their work 
completed. Knockout is characterized by a total lack of experience, and so is otherwise 
unpopular. 


Mechanics 
Knockout is a nanodrug [Moderate] 


Type: Nano Application: Inj, O Duration: 1 day Addiction Modifier: - Addiction 
Type:Mental 


Users are effected as if by the unconscious lead sleight for the drug's duration. They receive 
(1d10/2) - X SV upon using it, where X equals the number of times the user has previously 
used the drug. 


170: Eye of the Beholder 


Eye of the beholder (usually just called "eye") is a designer drug with a single specific effect: 
everything the user views becomes indescribably beautiful. From art to litter and even to 
the horrible aftermath of combat, everything seems absurdly perfect. 


It was not long until someone decided to engineer a drug gland and live under eye's effects 

24/7. The first known recipient was simulspace artist Excel, who hoped it would inspire his 
work, but instead, it has become entirely tasteless. What's worse, the drug has proven to be 
extremely psychologically addictive, as those in withdraw are thrust back into a world that 

seems filled with ugliness and fall into a depression. 


Mechanics 
Eye is a drug [Low] 


Type: Chem Application: O Duration: 12 hours Addiction Modifier: -30 Addiction 
Type: Mental 


I7]: Lyre s Syrink 

Thanks to its uniquely complex syrinx, the lyrebird is capable of mimicking any sound it 
might hear. A favorite of singers, socialites and con-artists, allowing for beautiful singing far 
beyond the human range as well as, with practice, imitations of many sounds and other 
people's voices. 


This is not the first option to replace larynx with syrinx, although it is has become easily the 
most popular, thanks to its versatility. Early experiments with syrinx implants were little 
more than gimmicks, allowing users to sing like birds but little else. The great advantage of 
the lyre's syrinx is its versatility, its excellent mimicry allowing for normal human speech as 
well as most other sounds. 


Not surprisingly, the lyre's syrinx is most popular among neo-avians. Militant mercurials 
often use complex code-song languages to communicate secretly, not unlike binary chatter 


(Entry 51). 


Mechanics 
A lyre's syrinx is bioware [Moderate] 


A lyre's syrinx gives +20 to impersonation when mimicking another's voice. 


172: Manoel and His Mother 


Manoel and his mother Alexandra live in Hotel California, the asteroid mining outpost turned refugee 
camp. Members of Brazil's destitute underclass, they escaped Earth through sheer luck, Manoel 
smuggling himself onto a beanstalk car with his mother stored in a spare hard drive. Manoel was 
shunted from ship to ship and hab to hab until he was abandoned, as with so many others, at 4113 
Calif, recently renamed Hotel California. 


With no money or rep, a disembodied mother and an unaugmented morph, Manoel took up the night 
cartel on an offer: he will be given a room and 100 credits a month, in exchange for which he will 
become one of the cartel's pharms (see Farcast 273), growing need biological products with his body. 
Manoel is now trying to save enough to buy a body for his mother. 


Manoel is a picture of misery. Pharm gene-therapies have disrupted his body's systems, covering him 
in skin tags and peels, to anyone capable of seeing in the appropriate wavelengths it is immediately 
obvious that he is riddled with teratomas, and a fluid sample would reveal several developing 
autoimmune disorders. One tube inserted into his side collects the building blocks of MRDR from his 
modified adrenal gland, one enters his cranium via his nose to collect dopamine, and another hooks 
into a jury-rigged dialysis machine, sharing his blood with a wet-nanotech fabber. He spends his days 
unconscious, in and out of fever dreams, or doing simple digital work for extra money over the mesh. 


Alexandra has no body, living currently as an informorph with control of an old telepresence medical 
robot (Entry 45) anchored to their room's ceiling. She uses the robot with her basic paramedic 
training to care for her son, trying to maintain a balance between pharming and her son's health. Like 
Manoel, she also does digital work when it is available, usually helping teach the asteroid's children, 
and has a irregular mesh-based social life. 


Plot Hook: Although neither of them leave their room, Manoel and Alexandra are keyed in to Hotel 
California's rumors and gossip through the mesh, and no one would suspect them of informing on 
their neighbors. In exchange for pharm-tolerant medichines, credits or rep, they may be able to give 


the players useful information. 

Manoel 
Morph: Flat 
Motivations: +Survival, +Wealth, - 
Planetary Consortium 
COG 10 COO 15 INT 15 REF 15 SAV 10S 
OM 25 WIL 25 
MOX - 
INIT 6 SPD 1 LUC 40 TT 8 IR 80 DUR 30 
WT 6 DR 45 
Active Skills: Clubs 55, Deception 35, 
Fray 45, Infiltration 40, Intimidation 50, 
Networking: Criminals 50, Palming 35, 
Pilot: Groundcraft 45, Unarmed Combat 
63 
Knowledge Skills: Interest: Criminal 
Groups 50, Interest: Old-Earth Trivia 40, 
Language: English 55, Language: 
Portuguese (Native) 85, Profession: 
Pharmer 50 
Reputation: @-rep 10, G-rep 10 
Implants: Basic Biomods, Basic Mesh 
Inserts, Pharming Mods 


Alexandra 
Morph: Infomorph 
Motivations: +Survival, +Helping Others, 
-Violence 
COG 15 COO 15 INT 15 REF 15 SAV 20S 
OM 10 WIL 20 
MOX - 
INIT 6 SPD 3 LUC 40 TT 8 IR 80 DUR 0 
WT 0 DRO 
Active Skills: Blades 40, Fray 35, 
Infiltration 45, Medicine: General Practice 
45, Medicine: Paramedic 55, Persuasion 
60, Pilot: Groundcraft 45, Unarmed 
Combat 45 
Knowledge Skills: Academics: Pre-Fall 
History 45, Interest: Literature 55, 
Language: Portuguese (Native) 85, 
Profession: Instruction 55, Profession: 
Medical Care 45 
Reputation: @-rep 30 
Implants: Mnemonic Augmentation 


173: Mutamons 


Mutamons is a classic collectible card game, in which players build monsters by playing 
cards, then watch their monsters fight in AR. The game was developed in pre-Fall Korea, but 
the company and all records of copyright were destroyed. The game was rediscovered post- 
Fall and, released as open-source and substantially remade, became popular as a form of 
free entertainment. The open-source community greatly expanded the number of cards, and 
reworked the games AR software, so that every monster created, even if by the same 
combination of cards, will be unique. 


174: God's Acre 


There is life between the stars. Massive beings, devouring comets for material, skimming 
gas giants for food, and absorbing starlight for energy. Whatever they are, we have never 
seen a live one. We know they exist only because of the icy dwarf planet called God's Acre, 
where they crash themselves to die. We call them leviathans. 


Their bodies are like bundles of long, winged snakes. Their biochemistry is carbon-based, 
but based around radiation-proof building blocks. Current suppositions are that they they 
curl up and tighten themselves into dense spheres in deep space, when nearing stars they 
unfurl their wings, which photosynthesize and possibly act as solar sails, and when they 
need to skim from a gas giant they can arrange themselves into an aerodynamic form. From 
what form of life the leviathans could have evolved from is totally unknown. 


Of at least as much interest as their bodies is their brains and minds. The speed of nerve 
impulses has always been a limit to the practical size of morphs; the larger you are, the 
longer it takes nerve impulses to travel to and from your brain, and the slower you 
inevitably become. The current leading hypothesis is that they overcome the latency 
problem by being able to predict the actions of the other parts of their body, and by 
predicting the movements of everything they can see, negating most of the need for reflexes. 
The leviathans have no central brains, but cores of neural tissue similar to spinal columns 
run through the centers of each of their long limbs, which supports the idea that they can be 
thought of as a cooperative gestalt as much or more than a unified ego; they can be thought 
of as an ant colony that happens to occupy one body. Most of their brainpower must be 
occupied with communication and prediction, and the degree of their intelligence is 
unknown. 


Plot Hook: Argonaut, exhuman and hypercorp research teams have all requested the 
player's help in retrieving samples from the freshest carcass. Only one of the groups will be 
able to obtain the key samples, and the teams they don't support will hire NPCs to get them 
first. 


175: Grafted 


The Universal Grafting Standard (UGS) is an attempt by Ecologene to standardize 
compatibility of all engineered tissues. Anything meeting the UGS is guaranteed to be 
compatible with all other UGS compliant bioware, on every level from blood types to 
epigenetic relationships. The standard is far from universal, however, as open source 
groups see it as a way for Ecologene to gain control over the market, and competing 
hypercorps are in no hurry to build to a competitor's standards. Currently only Ecologene 
products meet the standard. 


The grand promise of UGS is the greatest possible ease of morph design and augmentation. 
Installation of bioware typically requires for time in a healing vat, surgery, or gene therapy, 
each of which is either expensive, risky, takes long amounts of time. UGS compliant bioware 
can be installed through a rapid surgery procedure or accelerated gene therapy. UGS 
compliant morph designers can simply combine UGS compliant parts for easy customization, 
allowing medichines or a short soak in a healing vat to fill in the gaps, connecting nerve 
endings and blood vessels. These cobbled together morphs are called grafted. 


Grafted morphs are hardly universally loved. UGS compliance means they are all virtually 
genetically identical, opening up the possibility of diseases ripping through he population, a 
specter most transhumans think of as having been left behind a long time ago. Despite being 
predominately biological, grafted have many of the qualities of pods, depending on basic 
biomods or medichines to maintain health, and with scar tissue marking the seams between 
parts. 


Mechanics 
Grafted are considered pods, although they lack most of the cybernetic interfaces pods 
require. 


Enhancements: Basic Biomods, Basic Mesh Inserts, Cortical Stack, Cyberbrain, Mnemonic 
Augmentation, Puppet Sock 

Aptitude Maximum: 30 

Durability: 30 

Wound Threshold: 6 

Advantages: +5 to one aptitude of the players choice, UGS Compliant* 

Disadvantages: Social Stigma (Pod) 

CP Cost:5 

Credit Cost: Moderate 


*Grafted can gain new bioware from Ecologene catalogs, which is 20% more expensive than 
other brands, but can be installed with nothing more than a first-aid kit and local anesthetic. 
The morph will integrate the new ware at the speed of a healing vat, or twice as fast if 
equipped with medichines. 


76: Packnel 


Favored by shepherds (Entry 124), packnets are tacnets designed for use by smart animals. 
Unlike tacnets, a packnet is not just software but must be implanted as special cyberware, 
acting as mesh inserts and simple brain scanners. In this way the animal does not have to be 
trained to use a computer interface, instead the packnet reacts directly to its thoughts. A 
cybercortex is highly recommended if the system is to be used to its fullest potential, and 
the system also combines well with compulsion goads (Entry 4), allowing single shepherds 
to control large groups with ease. 


The animals are not presented with formal maps, but are given an intuitive knowledge of 
their surroundings. They do not communicate through language, but instinctively 
understand each others intentions, as well as what the others are sensing and experiencing. 
The implant will induce fear or caution to steer its charges away from threats, and hunger 
or rage to entice them against targets. 


Mechanics 
Packnets are cyberware [High] 


Packnets offer the same advantage as tacnets, but designed for use by smart animals. Non- 
smart animals (traditional breeds) are typically unable to use packnets in any significant 
way. 


177: Storytellers 


Most interactive media in the post-Singularity age is intelligent and realistically responsive, 
either because of the actions of other players (such as in multi-user simulspace games) or 
because of sophisticated AI (such as in single-player simulspace games). This trend goes 
farther than traditionally interactive enetertainment, however, and into very old forms. 


Partway between a customized choose your own adventure book and a single-player role- 
playing game, neverending stories (so-called because they are often designed to continue 
for as long as the user maintains interest) are one of the low-tech presentation high-tech 
content generation pieces of media taking the market by storm. Entirely text-based, the 
stories can be run purely on mesh-inserts, not even requiring an ecto. The stories are 
usually of a single character, whose actions are determined by the user, the effects of which 
are determined by a specialized storyteller AI. 


Storyteller Als are designed to customize their content based on advice from the user's 
muse. Degrees of user control, writing style and the themes of the story are all customizable. 
Storytellers can also be used as educators, weaving lessons into the story according to the 
wishes of a parent or caretaker, which might encourage anything from problem-solving to 
adherence to certain ideologies. 


Mechanics 
Storytellers are Als [Low] 


Notes 
Inspired by the primer from Neil Stephenson's The Diamond Age 


178: Patches 


In imitation of the mission patches worn by their parents and grandparents, some of the 
upper/middle-class youths of Luna and Mars design their own patches, representing their 
own accomplishments. A simple graphics design AI can propose a variety of patches for an 
achievement, and once the user chooses one, smart clothing can weave the patch out of 
itself. 


The general feeling is that only real-world accomplishments count, although some 
particularly impressive achievements in realistic simulspace games have been accepted. 
Each patch is unique, but some common themes are winning competitions, successfully 
breaking the law, or being the first to pull off a particular stunt. 


The practice is also catching on among some scum militia groups, although their patches are 
given more for things like "killed a pirate while on buzz, you shoulda seen it" or "he drank it 
without even knowing what it was, what an idiot". 


179: Animalware Cybersuiles 


Asked about the high costs of animal ownership, most would cite the costs of exowombs, 
sufficient livable space or specialized food. It is the costs of training that are most often 
underestimated, requiring either time or the services of a specialist or AI. Fa Jing's new line 
of animalware cybersuites was designed to meet that need, instead it created a revolution in 
smart animal design, augmentation and training, bringing animals into the post-singularity 
age. 


An animalware cybersuit replaces the biological brain with a cyberbrain, including an 
animal oriented ego-bridging service, a cybercortex, and a specially designed skillware. A 
cyberbrain allows for easy forking of your good boys, a cybercortex increases intelligence 
and trainability, and skillware allows instant housebreaking and mastery of basic 
commands. 


Mechanics 
Animalware Cybersuites are cyberware (High) 


180: Mercurial Perspectives 


What was the purpose of the uplifting experiment? To create new minds, non-human minds. 
But when they succeeded, the panic! Yes we created you different, but we would really 
prefer if you pretend to be human, please and thank you. If uplifts are only supposed to 
integrate with human society, what is the point of uplifts? 

- Rough-Hands, neo-hominid mercurial 


Humans require food, water, air, low gravity, a limited range of temperatures, and as little 
radiation as possible, and even if this is provided who knows when they'll up and die from 
some disease anyway. Synths require power, and the right model can handle almost any 
conditions. Off Earth, synths are objectively superior. 

- Roslai Sova, Steel Liberator 


Automomists brag about their post-scarcity societies, where the only limits are materials, 
energy, and the social-mores of one's neighbors. Unlike anything that has come before! As 
software we are limited only by computer power, which is as post-scarcity as it gets in this 
universe. 

- Hao Ji-Tsia, founding member of Glitch 


Lets face it, biology is gross. 
- Bob Roberts, comedian, synth and AGI-rights activist 


Notes 
Inspired by Farcast 252: Bioconservative Ethics. 


181: Doghols 


Once Fa Jing released their animalware cybersuites (Entry 179), it was only a matter of time 
before augmentors took things to the natural conclusion and placed their dog's newly 
cybernetic nervous systems into robotic bodies. Essentially synth morphs for dogs, dogbots 
have become hugely successful among those looking for guard or combat animals, because 
their robot bodies can be easily modified. As dogbots have become popular, versions of 
animalware cybersuites and robot bodies are being developed for all common species. 


Common variants include synthetic masked versions, designed to catch their opponents off- 
guard, heavy versions with better armor, and hellhound versions with flamethrowers in 


their mouths. 


Mechanics 
Dogbots are treated as robots physically, and animals mentally. [Expensive] 


Movement Rate: 4/40 Max Velocity: 40 Armor: 14/12 Durability: 40 Wound 
Threshold: 8 Mobility System: Walker 


Enhancements: Cybercortex, Cyberclaws, Light Combat Armor, Enhanced Smell 


182: Sleepers 


Transhumanity can be considered to be in the middle of a large cold war. The battle of Locus 
demonstrated the great difficulties of conquest against post-singularity peoples, but the 
inner and outer systems have certainly not given up on their rivalry. The Planetary 
Consortium is continually seeking to destabilize the Autonomist Alliance, while the 
autonomists seek to undermine the PC and hypercorps from below by inciting sabotage and 
rebellion. 


One of the most active weapons in the autonomist arsenal are the sleepers. The inner- 
system economies rely heavily on infugees, much more so than anyone else. Infugee 
databases should be well protected, and infugees should be subject to careful screenings, 
but of course no security is perfect. It has become common practice for anarchist firebrands 
to hack into infugee databases and copy into it a fork of themselves. They then do their best 
to be a good candidate for an indenture contract. At whichever job they end up, they will 
attempt to sabotage industry, incite rebellion amongst their fellow indentures, assassinate 
key figures, and in general take advantage of any opportunity to undermine the PC. 


Sleepers are typically given a programmed identity (Entry 48). 


Plot Hook: Anti-Autonomist factions within Firewall see attempts to destabilize the PC as 
potential x-threats due to the high likelihood of war, economic collapse and balkanization in 
the event of success. The players are tasked with preventing the assassination of a 
particularly important hyperelite executive, but the executive cannot know of the player's 
intervention. 


Plot Hook: An anarchist sleeper saboteur has plans to disable key elements of a Direct 
Action munitions fabrication site, and calls on an @-rep favor from one of the players for 
help. 


185: Stoking the Firebrand 


The Planetary Consortium's approach to their cold war with the Autonomist Alliance is to 
treat them like pests or vermin. They may never be eliminated entirely, but they can be 
managed, suppressed, and kept from power. To the minds of the PC, the greatest weakness 
of the autonomists is that the disorder of their sociopolitical systems is only a step away 
from a breakdown into proper discord, balkanization and isolation. 


To this end, PC memeticists have maintained a powerful memetic campaign. Rather than 
attempt to convince automists of the PC's views, moderate them and draw them towards 
compromise, the campaign seeks to radicalize all possible ideologies, driving wedges into 
autonomist communities. These memes are designed to support almost all ideological 
positions, encouraging stronger and stronger views, or else to make finer and finer 
distinctions within ideological groups, causing fractures among those previously united. 


Plot Hook: PC memeticists have been carefully raising paranoia among autonomists 
regarding crypto-facist conspiracies not unlike Firewall in organization. Firewall needs a 
team to perform a raid/hack mission to determine if the memeticists have information on 
Firewall, and whether this might be an Ozma ploy to attack Firewall. 


184: Dr. Lucy Michaels 


Dr. Lucy first came into medicine as a paramedic, working first in her home town and then 
as part of a nation-wide response team to climate events. She began to notice the usefulness 
of medical augmentations, particularly early medichines, and eventually entered medical 
school with the intention of building a career developing new bioware. Her expertise as a 
surgeon and augementicist earned her a spot on an evacuation ship during the Fall, and she 
migrated to Extropia to persue her fortune in biotech. 


She found early success in the pursuit of a eudaimonia gland, the patents for which earned 
her a fortune. She made her name, however, in her development of techniques for self- 
surgery, both with and without waldoes. Dr. Lucy Michaels is well known as the host of the 
popular "Self Improvement" and "DIY Augmentation with Dr. Michaels” shows, broadcast 
from Extropia weekly, created to advertise bioware and advance transhuman memes. 


Mechanics 

Morph: Menton 

Motivations: +Helping Others, +Morphological Freedom, +Science 

COG 30 COO 10 INT 25 REF 10 SAV 25 SOM 10 WIL 20 

MOX - INIT 7 SPD 1 LUC 40 TT 8 IR 80 DUR 35 WT 7 DR 53 

Active Skills: Animal Handling 45, Disguise 55, Hardware: Implants 55, Impersonation 45, 
Kinesics 68, Medicine: Biosculpting 75, Medicine: General Practice 70, Medicine: 
Implant Surgery 70, Medicine: Paramedic 75, Networking: Media 75, Networking: 
Scientists 45, Perception 85, Persuasion 75, Protocol 65 

Knowledge Skills: Academics: Genetics 90, Academics: Microbiology 70, Art: Bodysculpting 
65, Art: Broadcasting 70, Interest: Cutting Edge Technology 70, Language: English 
(Native) 95, Profession: Lab Technician 70, Profession: Medical Care 75 

Reputation: 60 f-rep, 40 c-rep, 35 @-rep 

Implants: Basic Biomods, Basic Mesh Inserts, Clean Metabolism, Cortical Stack, Direction 
Sense, Eudaimonia Gland, Eidetic Memory, Enhanced Respiration, Enhanced 
Pheromones, Hyper Linguist, Math Boost, Temperature Tolerance, Toxin Filters, 
Medichines 


185: Profession: Security Ecologist 

One of the strategies of the Planetary Consortium/Autonomist Alliance cold war that is 
common to both sides is autonomous sabotage. Gremlins are the weapon of choice, 
designed to disrupt the enemies actions, slow their economy and waste their resources. An 
arms race has developed, each side attempting to develop countermeasures to the other's 
gremlins while seeking to design new gremlins that will overcome their enemies new 
countermeasures. Many gremlins are capable of reproducing, and many others are designed 
by automatic evolutionary algorithms. Their countermeasures are also often self- 
reproductive and designed by automatic evolutionary algorithms; on some autonomist 
stations they are set up to deliberately mimic predator-prey relationships, with bots 
preying on gremlins and allowed to reproduce themselves according to their success. 


This cycle is repeated with almost any widespread and actively used security system. The 
gremlin ecologies develop relatively slowly, being bound by physical replication, but it is 
common wisdom that you should re-install your mesh security software regularly before it 
develops into something incomprehensible. The results of the arms race and automated 
evolution is often best modeled as an ecological system, and neither side has full knowledge 
of what has developed. 


Specialized in the complex relationships that form between automated, self-improving 
security systems and their aggressors, security-ecologists are trained first and foremost to 
be able to identify the roles of unique security systems and their roles within the ecological 
system that has developed, and then to exploit that knowledge int eh pursuit of either 
shoring up security or defeating it. 


Mechanics 
Profession: Security-Ecologist can be taken as a knowledge skill. 


Notes 
Gremlins were created by Anders Sandberg and can be found on his site: ww.aleph.se 


186: Evolution Box 


Evolution Box is a Titanian microcorp specializing in refining other company's designs 
through evolutionary algorithms and simulations. Provided with a simulspace version of a 
design, their specialists will simulate semi-random situations testing the design, with a 
genetic algorithm combining successes and adding mutations to each generation. 


Plot Hook: A minor inner system corp has sent a design to Evolution Box for refinement. 
One of their competitors asks a player to steal a copy of the design as a c-rep favor. 


187: Savorynges 


Famous as the first entirely new fruit, engineered from the ground up as opposed to being a 
modified version of an existing one, Savorynges are unlike any other fruit. Designed to 
contain large amounts of protein and to have a long shelf life, they are surprisingly dry, with 
a texture commonly described as being as much like bread as like fruit. In taste they are like 
an apricot/orange mix. A bit of an acquired taste, they have nonetheless become popular 
due to their hardiness. 


188: Assassins 


One of the more common petals, and apparently based upon a popular AR game of the same 
name, Assassins is unusual in that is was seemingly identify to be purely fun, but is at the 
same time one of the most dangerous of petals. As in the AR game, each user is given a 
target, as well as becoming the target of another user. Users die when they are "killed" by 
another user, using special AR weapons. 


The danger of use comes from the psychological effects of the petal. Although it sounds like 
a harmless game, to the users it becomes entirely real. They become very genuinely afraid 
for their lives, willing to take great risks to flee their assassin. Many users do not even have 
the resolve to pursue their targets, and simply hole up as best they can. Those tracked down 
by their assassin will fight for their lives, and although the AR weapons are not real, injuries 
are not uncommon. Those who are killed take 1d10 stress from what seems like a real death 
and the rapid end of the trip. 


Mechanics 
Assassins is a petal [Moderate] 


Type: Nano Application: O Duration: 24 hours Addiction Modifier: - Addiction 
Type: Mental 


Sweets 

Successfully kill one of your targets and you will receive blueprints for a unique patch 
(Entry 178). 

Be the last one standing and you will receive the blueprints for biter smart ammo. 

Kill every other users (no other user can make a kill) and you will receive blueprints for a 
unique wasp knife. 


189: Agonizing Art 

Agonizing Art/Snuff Art/Mortification is an art movement that arose shortly after the Fall, 
and although it never had a large number of practitioners and has been dwindling as we get 
farther from the Fall, it dominated early post-Fall the art scene. The Fall casts a dominating 
shadow over the psychology of transhumanity, something that can be seen very well in art. 
Some artists reacted tot eh Fall by remembering what was lost, lovingly painting romantic 
Earth landscapes. Others prefer to pull their trauma from themselves and display it, taking 
advantage of resleeving technologies to bring torture and death into their work. Typically 
performance pieces, agonizing art seeks to condense the traumas of the Fall into single 
symbolic acts of mutilation or suicide. 


Plot Hook: A recent piece on display in an Extropian plaza consists of a flat (the artist's 
birth body, supposedly) pierced through the abdomen and suspended in clear plastic. A fork 
of the artist's ego is inhabiting the morph, and is happy to discuss his piece at length, even 
as the wound has gone septic and he slowly dies. The artist's commentary suggest that he 
has some special insight into the nature of the exsurgent virus. Firewall tasks the players 
with discovering this information. 


190: Kaiju Therapy 


One of the first petals created, kaiju therapy dates back to the days before petals established 
themselves as hardcore drugs and were explored as a means of harmless entertainment or 
psychological regimens. Kaiju therapy, as the name suggests, was designed as aa form of or 
supplement to therapy, designed to make users feel powerful and give them an outlet for 
relieveing stress. 


Users of kaiju therapy find that, although no physical change actually occurs, they sense 
their bodies as becoming much larger. At the same time their bodies mutate into monstrous 
forms suggested by their subconscious. They hallucinate that their surroundings have 
become a cityscape; one which they are free to stomp through and destroy. 


These days kaiju therapy is used primarily for entertainment. 


Mechanics 
Kaiju therapy is a petal [Moderate] 


Type: Nano Application: O Duration: 4 hours Addiction Modifier: - Addiction 
Type: Mental 


Sweets 

Destroy a monumental building and the petal will pick out an open source book on 
architecture, interior design, or construction for you to read. 

Defeat another monster in a wrestling match and you will receive blueprints for a small 
action figure of your kaiju self. 

Take a nap instead of any of that and you will receive notice that the petal has purchased a 
coffee for you at the nearest convenient location. 


19]: Acquisitions 

These are simplified rules for using rep (based in part on the acquisition rules from Rogue 
Trader). These rules replace the usual rep and networking rules, using networking only for 
favors, and rep only for equipment, or burning for automatic successes. This way all 

favor /acquisition tests are reduced to a single die roll, with no bookkeeping required for 
factors such as refresh rates. 


To acquire equipment, roll against your rep with the following modifiers for cost 
Trivial +20 Low +10 Moderate - High -10 Expensive -20 


To seek a favor, roll against your networking with the following modifiers for level 
Trivial +20 Low +10 Moderate - High -10 Expensive -20 


Other modifiers, such as "keeping quiet", can still apply. 


Players can burn rep to automatically succeed at either rolls with the following costs 
Trivial 1 Low 2 Moderate 3 High 4 Expensive 5 


192: Smalls 


Neotenics are resource efficient, requiring less space, food, water, and air than full-sized 
morphs, an advantage not to be underestimated in space. Their small size and general 
agility lends itself well to low and zero-g environments, and the youth-like plasticity of the 
brain lends itself well to augmentation. But no matter how many convincing arguments 
neotenic advocates use, it seems unlikely that they will ever overcome the stigma and 
assumed weirdness of sleeving as a child. 


To overcome that stigma, Skineasthesia presents "smalls", reduced size versions of adult 
biomorphs. Skineasthesia's patented biological miniaturization techniques ensure the best 
of both worlds; the well refined genetic superiority of exalts with the small size, agility and 
resource efficiency of neotenics (for those looking to recreate neotenic advantages entirely, 
we recommend plasticity treatments, Entry 27). 


Mechanics 

Implants: Basic Biomods, Basic Mesh Inserts, Cortical 

Stack 

Aptitude Maximum: 25 (SOM), 30 (all else) 

Durability: 30 

Wound Threshold: 6 

Advantages: +5 COG, +5 COO,+5 to two aptitudes of the player’s choice; smalls count as 
a small target (-10 modifier to hit in combat) 

CP Cost: 25 

Credit Cost: Expensive (25,000+) 


Notes 
Inspired by the smalls from Kim Stanley Robinson's 2312. 


195: Life with Enhanced Hearing 


Those who have lived with enhanced hearing for a significant length of time often learn to 
gauge their surroundings from background noise, such as an intuitive sense of the mood of a 
city based upon the amassed infrasound produced by daily activity, nearby movement even 
if relatively quiet, and the whine of active devices. 


In many circles you have to have enhanced hearing to be considered a real music-lover. A 
great deal of the best and most interesting music being takes place in registers requiring 
enhanced hearing to really appreciate. Even old music, played live on real instruments, 

often sometimes gains new depths as high or low frequency sounds, previously unheard, 

are found to produce unintended patterns. Recorded music however, unless specifically 
recorded with enhanced hearing in mind, sounds oddly limited, like a black and white image. 


Deprived of enhanced hearing feel as though the world has been muffled, and often develop 
anxiety related to reduced situational awareness. 


194: Post-Singularity Signage 
Post-singularity signage has become a complex thing, having to account for augmented 


senses for most of the electromagnetic spectrum, as well augmented reality standards and 
more exotic forms of vision such as radiation, electrical activity or terahertz waves. 


Signs have to be visually comprehensible and ideally eye-catching across as much of the 
electromagnetic spectrum as possible. New sign designs often incorporate not just 
contrasting colors, but contrasting densities of materials, materials conducting electricity or 
heat, and materials that emit small amounts of radiation or electromagnetic fields. 
Important warning signs are often given precedence over AR overlays, annoying at times 
but making it impossible to miss them. 


Notes 
Inspired in part by Anders Sandberg's “Warning Signs for Tomorrow.” 


195: Salo 


‘You figure they own that ninja, Finn?’ Molly asked. 

‘Smith thought so.' 

‘Expensive,’ she said. ‘Wonder whatever happened to that little ninja, Finn?’ 
‘Probably got him on ice. Thaw when needed.’ 

Neuromancer 


Direct Action is what people think of when the phrase "hypercorp military" is mentioned, 
but each hypercorp has its own forces, and that means more than just security. The 
Planetary Consortium does a better job of preventing inter-hypercorp conflict on some days 
than others, the Autonomists refuse to go away, and the system if full of a great diversity of 
smaller threats. 


The Go-Nin Group's conglomerate, keiretsu structure does not lend itself to formal military 
structures. Likewise, no single company has the resources to maintain an aggressive force, 
and when they are convinced of the need for action, usually prefer the one-time cost . The 
Go-Nin "core", Tamahashi enterprise consultancy firm, feels much more strongly about the 
need for loyal, on-demand aggression. Sure, Ultimates are the consummate mercenaries, but 
that only allows for very specific type of trust. They therefore invested in Project Sato, the 
creation of a small but elite unit of special agents. 


Sato is the generic name given to an indeterminate number of vat-grown ninja whose 
creation was the goal of the project. The Satos are amalgamations of delta forks, 
skillware, and psychosurgury; they are perfectly loyal, with a meditative attitude 
masking the fact that they have no motivations of their own. Typically sleeved in ghosts, 
they are never deployed in large groups, but their skills in combat and infiltration are 
unmatched. 


Mechanics* 

Morph: Ghost 

COG 10 COO 30 INT 15 REF 30 SAV 15 SOM 20 WIL 15 

MOX - INIT 9 SPD 1 LUC 30 TT 6 IR 60 DUR 45 WT 9 DR 68 

Active Skills: Beam Weapons 60, Blades 75, Disguise 78, Fray 80, Freerunning 50, 
Impersonation 45, Infiltration 100, Intimidation 45, Kinesics 55, Kinetic Weapons 75, 
Perception 73, Spray Weapons 60, Throwing Weapons 60, Unarmed Combat 85 

Knowledge Skills: Language: Japanese (native) 85, Language: English 80, Profession: 
Assassin 60, Profession: Bodyguard 60 

Ego Traits: Anomalous Mind, Malleable Mind (Level 3) 

Implants: Adrenal Boost, Anti-Glare, Basic Biomods, Basic Mesh Inserts, Bioweave Armor 
(Light), Cortical Stack, Chameleon Skin, Cyberclaws, Eelware, Enhanced Hearing, 
Enhanced Vision, Grip Pads, Muscle Augmentation, Neurachem (Level 1), Medichines, T- 
Ray Emitter 


*Note that while I have built him as a character, Sato does not have motivations or rep, as he 
cannot actually be considered a person by even the most liberal definitions of the word. 


Notes: 
Inspired by Hideo from William Gibson's Neuromancer. 


196: Multi-Soldiers 


Transhuman augmentation offers tremendous potential to military organizations, but 
augmentation isn't free and good morphs are certainly not cheap. Programs for standard 
augmentation, once the costs of surgery, downtime, and augment-usage training are 
factored in to the equation, can quickly become impractically expensive, even for 
hypercorps. Those augmentations that become standard are those whose benefits best 
outweigh their costs. 


The multitasking augmentation, requiring only a cortical stack and therefore compatible 
with virtually all morphs, has become one of those standard augmentations. The primary 
disadvantage is the need for skilled soldiers, as forks have the skills of their originals and 
the most effective multitaskers will be those who can fill the roles of multiple types of 
specialists as well as typical soldiering. 


The first fork is the most like a traditional soldier. This fork has direct control of the body, 
shooting, moving, and otherwise doing what a soldier would be expected to do. This fork is 
the only one with bodily control, and will typically be the only one using its senses as well. 


The second fork maintains communications, tacnet, and operational awareness. This fork 
acts as a voice in the ears of the other two, giving important information, relaying orders, 
navigating, and keeping an eye on the situation as a whole and updating the others when 

needed. This fork typically spends its time in a simple VR environment containing tacnet 

feeds, communications, maps and other important sources of information. 


The third fork typically specializes in infosec or bot-jamming, depending on what is needed. 
In the post-singularity battlefield hacking can be a powerful weapon, in the hands of one's 
enemies as well as oneself. An infosec specialist fork exploits weaknesses in enemy 
communications, but their primary task is typically defensive. It is also common for the 
third fork to be tasked as a bot-jammer, maintaining control of a small group of combat 
drones. A multitasking soldier who is actively fighting, maintaining situational awareness, 
and with control of several drones is as effective as a squad. 


197: Stratification and Speciation 


Transhumanism is a verb, an act of continued ascent towards something that it would be 
better to be. The paths that can be taken are determined by the paths that have been taken. 
The solar system is small, and although transhumanity is reeling from the Fall, competition 
is once again accelerating among the many types of exhumans, posthumans, ultimates, 
mercurials, infolife, and singularity seekers. Those who abstain from direct drives for 
transcendence differentiate more slowly but no less certainly; a Jovian's idea of what it 
means to "just carry on living" is a different thing from that of an extropian. 


A mind that has achieved posthuman intelligence through psychosurgery is unlikely to think 
or strategize in the same way as a genetically improved Menton. Infomorphs may find less 
and less reason to remain in-step with the rest of transhumanity and increase the subjective 
speed of their simulations, out-thinking all others by virtue of speed. Forking is more likely 
to be experimented with by those in cyberbrains, if only due to convenience. The ability of 
biomorphs to heal and replicate still surpasses those of synths, could these be the building 
blocks of more social forms of intelligence? Each step allows for steps in new directions, 
directions other steps would not have allowed. 


Eventually each train of development may come to its goal (if any), local maximums too 
difficult to overcome, or states of pleasing stability. In the deep future the self-improvement 
of individuals might give rise to lasting, identifiable types. There is not necessarily any 
reason to assume that "more advanced" types would erase those that came before; like in 
evolution, new forms can co-exist with the old in an ecosystem. 


198: Bubblewrap 


Bubblewrap was one of the earlier and is still one of the most successful brands of designer 
drug. Presented as domes of translucent material, bubblewrap is chewed like gum, slowly 
releasing the active chemicals. The drug is carefully designed to begin pleasant although 
subtle feedback loops within the brain, inducing a calm, meditative state. 


Mechanics 
Bubblewrap is a drug [Trivial] 


Type: Chem Application: O Duration: 4 hours Addiction Modifier: - Addiction 
Type: Mental 


At the GM's discretion, a character may lose 1 SV at the end of the duration. 


199: Nostalgia 


Nostalgia induces in its users exactly what it says on the tin, a distinct feeling of nostalgia. 
This designer drug takes the form of a cigarette, usually in an old-fashioned style. The drug 
is most popular among the ennui-heavy circles of hyperelite, although habitual mind- 
expanders often enjoy it as a down-tempo alternative to their usual cocktails. 


Mechanics 
Nostalgia is a drug [Trivial] 


Type: Chem Application: INH Duration: 4 hours Addiction Modifier: -10 Addiction 
Type:Mental 


At the GM's discretion, nostalgia may give +10 to art checks. 


200: Supercavilating Rounds 


Supercavitating rounds are a smart ammo option for kinetic weapons using the principles of 
supercavitation to give ballistic rounds usable ranges and velocities underwater. Caps fitted 
tot eh tips of otherwise normal rounds vent stores of pressurized gas, eliminating most 
contact between the round and the water, and allowing bullets to reach almost their usual 
speeds. They can at times be difficult to procure, as the Hidden Concern does their best to 
corrupt or delete the blueprints. 


Mechanics 
Supercavitating rounds are smart ammo [Low] 


Supercavitating rounds cannot be combined with other ammo types. 


201: Knitting Spores 


The fibers of the knitting fungus spread throughout the body, encompassing everything 
beneath the skin in its weave. As a result, the bodies tissues hold themselves together more 
stubbornly, better resisting impacts, shocks, and the limiting damage to the wound itself. 
The spores are engineered not to damage organs with their growth, but this limits the speed 
of their growth, and they usually take ~2 months to fully spread. The spores would be 
destroyed by stomach acid if ingested, and would cause damage to the lungs if inhaled, so 
they are rubbed thoroughly into the skin, sending their initial sprouts through pores. 


Mechanics 
Knitting spores are bioware [Moderate] 


Knitting spores increase wound threshold by one. 


202: Kessler Syndrome 


Kessler syndrome was a specter for the space industries throughout the pre-Fall era. The 
amount of debris in orbit increased in step with the human presence in space, with orbital 
waste management taking larger and larger priority as humanity struggled to keep below 
the tipping point. Graveyard orbits became saturated, laser-brooms de-orbited loose, small 
objects, and specialized waste management vessels handled larger objects, but Earth's 
orbits were only barely being kept under the potential tipping points of a runaway cascade. 


During the Fall, this careful management was entirely overpowered, as inter-orbital war 
between the great powers and then the TITANs engulfed the skies in broken or exploded 
ships, stations and space elevator pieces, as well as left behind orbital denial weapons 
systems and satellites. Earth orbitis a storm of colliding debris (each collision spreading yet 
more debris), ranging from fragments massing less than a gram to derelict ships, most in 
orbits fast enough that even small specks can cause damage. 


No agent, TITAN or transhuman, has established a deliberate deliberate blockade of Earth, 
but it remains profoundly out of reach; the odds of landing on Earth are essentially zero, 
and even if you land, making it back to space is just as dangerous. Fear of TITAN attack and 
exsurgent infection remains high, and most habitats have rules forbidding the entrance of 
anyone or anything that has come directly from Earth. 


Notes 
Kessler syndrome can replace the deliberate interdiction through killsats in the setting. 


203: Virtue Plague 


The virtue plague is an exsurgent strain that supercharges the brain's mirror neurons as 
well as greatly increasing human-to-human empathy. The infected are highly empathetic 
and strict pacifists, for which reason they are called the virtuous. 


Among themselves the virtuous are extremely tightly bound, with their overactive empathy 
giving them a sharing of emotions that can resemble a group-mind. They maintain constant 
eye-contact with each other whenever practical, and typically share a mood when together. 
A constant deluge of stream-of-consciousness conversation is occasionally broken by 
periods of silence, when words are not needed. 


To all others they are seldom seen, isolated, clannish, and paranoid pacifists. The bands of 
virtuous that form will seek isolated, unclaimed areas to live in, and do not threaten or 
interact with outside society at all. They will avoid contact with non-infected through any 
means up to (but not including) violence. If forced to interact with non-infected, they will 
attempt to due so via text, avoiding voices and face-to-face contact. 


The virtuous often also exhibit echopraxia, and will also compulsively mouth words spoken 
near them. 


Mechanics 
The virtue plague is a biological strain, infecting biomorphs. 


Stage 1: (Initial infection to one week) During the early stages of infection the virtuous 
become more friendlier, more empathetic, and more social in general. 


Stage 2: (One week to two weeks) During this stage the virtuous' mood will begin to 
become unpredictable while in the company of others, their moods easily influenced. They 
will begin to seek the company of other virtuous. 


Stage 3: (Two weeks+) At this stage the mental transformation is complete. The virtuous 
will form into tightly-knit communities of several dozen, seeking isolated places where they 
can live among themselves. 


Plot Hook: A recently recovered datastore has information suggesting that this strain is the 
result of promethean experimentation with the exsurgent virus. It is hypothesized that the 
Prometheans attempted to render the strain benign, but only partially succeeded, The 
players are tasked with investigating this possibility, with the understanding that the 
utmost discretion is required, so as not to endanger Firewall's relationship with the 
Prometheans. 


LOL: Introspection Cortex 


Cognite receives the most attention for their uplift programs, but the development of 
mental augmentations is still one of their primary sources of revenue. One of their older 
products, yet still one of their top earners is the introspection cortex. 


The introspection cortex, despite the name, is a supplementary network of connections 
between key areas of the brain (or, in cyberbrains, a simulation of such). The effect of the 
new network is bring the unconscious mind into the reach of consciousness. Users do not 
gain any direct control over the unconscious aspects of their mind, but do become directly 
aware of them. A user will have an intuitive understanding of the fact that, for example, 
their dislike of a person is due to them smelling similar to an old enemy, or that their bad 
mood has more to due with their diet than their current circumstances. 


A bioware equivalent is in the works. 


Mechanics 
Introspection Cortex's are cyberware [Moderate] 


Combining an introspection cortex with augmentations such as endocrine control or a 
feedback cortex (Entry 17) may produce synergistic effects boosting their benefits by 5-10, 
at the GM's discretion. 


205: Medusa-Locks 


The replacing of hair with small, muscular fibers was originally conceived as an edge up in 
fashion. Those of the cyber/fashion avant-garde were soon sporting floating "hair" that 
could reshape itself, moving in reaction to it's wearers mood, or reaching out as if to caress 
passers by. The fibers, however, were inevitably thicker than actual hair, leading to an 
uncanny effect that prevented full acceptance by the general public. 


Instead of attempting to overcome the problem by designing smaller fibers, one 
independent Extropian designer decided to embrace size, and began selling blueprints for a 
thicker and also stronger version, resembling dreadlocks. These tendrils appear like 
dreadlocks even from up close, an illusion that is only broken when they are used to pick up 
small objects. A group of Scum militia implanted their dreads with syringes of poison, as 
well as modifying them to resemble snakes, leading to them being called "medusa-locks". 


Mechanics 
Floating hair is [Trivial] 


Medusa-locks are [Low] 


206: Radium Wine 


Among synth-bound bio-conservatives, and wealthy enough to afford affectations, but not 
wealthy enough to resleeve into biomorphs, finding normal human analogues to the 
particular maintenance of their synth bodies is a popular obsession. The use of metabolic 
chambers (Entry 57) is particularly popular, as it allows for a form of eating. Radium wine 
allows synths to fuel themselves from a wine bottle instead of a pump, containing a mixture 
of radioactives (for nuclear batteries) and pure alcohol (as liquid fuel). It is commonly 
served at the bars of hot zones where synths congregate, but is often restricted in other 
places due to the dangers of it being accidentally drunk by biomorphs. 


207: Blood Capsules 


Blood capsules are the most common name for a nanotech design containing individual 
molecules withing a simple nanite. The nanites have no means of moving themselves or 
doing any action except one, opening themselves and releasing the molecule they contain. 
The most basic versions are decades old, but since the patents expired the open source 
community has been refining the designs and opening up new uses, allowing the nanites to 
be opened upon receiving a mesh signal or upon contact with certain chemicals. 


The paranoid often inject capsules containing antidotes, programming them to open upon 
contact with their poison, rendering them effectively immune. As a tool of assassination, 
blood capsules can be quite dramatic, as when a Pax Familae agent was able to inject 
capsules containing the necrosis nanotoxin, causing a horrific death by sudden, whole-body 
internal bleeding as his vessels were dissolved. 


Capsules are commonly combined with DMSO for ease of application, especially if they are 
being applied against the subjects will. 


Mechanics 
Blood capsules are treated as chemicals [Low] 


Blood capsules contain one dose of a drug, chemical or toxin, set to be released upon a pre- 
programmed condition, usually a signal by radio or mesh, contact with a specific chemical, 
or a simple timer. 


208: Francesca s Wine and Cheese Manufactory 


Francesca's is a favorite of Valles New Shanghai's New Pittsburgh dome, and a popular 
meeting place for local organized crime, generally considered neutral ground. Built along 
the lines of an automat, most of Francesca's is literal hole in the wall, an opening in the 
building with no windows or doors, only a sign above. One wall is clear diamond, giving a 
view into the 3d-printers that make the cheese and the wet-nanoware that makes the wine. 
The opposite wall holds the cases from which patrons can retrieve wine and cheese 
pairings. 


No one knows who Francesca is (if anyone), who owns the place, or who collects the profits. 
Maintenance and repair are carried out by a local man who has held onto the contract for 
decades, even past his retirement, and cleaned by an aging robot the regulars have taken to 
calling Francesca in her absence. 


209: Niamh Griffin 


Niamh Griffin is much older than she seems. She was one of the first generation to be born 
and raised in space, aboard the O'Neill cylinder Verdigris. Born into wealth, Niamh managed 
her money well, and although she never met with any substantial professional successes, 
she grew only more wealthy over the years. At the age of 50, she migrated to Luna and 
added plasticity treatments (Entry 27) to her slowly cultivated suite of mental 
augmentations. The plasticity treatments have destroyed her ability to maintain memories 
past a decade, leaving her disconnected from her past. Without a sense of continuity or 
history, she remakes herself periodically, throwing herself into newly discovered passions. 


Currently Niamh is occupied with pursuing info-brokering, although as a hobby more than a 
career. She loves learning secrets, especially the secret histories of transhumanity and its 
organizations, an interest that has made her a concern of both Firewall and OZMA. 


Mechanic 

Morph: Neotenic 

Motivations: +Individualism, +Thrill Seeking, +Secrets 

COG 25 COO 15 INT 25 REF 15 SAV 25 SOM 10 WIL 15 

MOX - INIT 8 SPD 1 LUC 30 TT 6 IR 60 DUR 30 WT 6 DR 45 

Active Skills: Deception 55, Hardware: Electronics 40, Infosec 70, Interfacing 55, 
Intimidation 45, Kinesics 68, Kinetic Weapons 35, Medicine: Psychiatry 55, Networking: 
Criminals 45, Networking: Hypercorps 63, Perception 45, Persuasion 78, Programming 
65, Protocol 78, Psychosurgery 65, Research 55 

Knowledge Skills: Academics: Cryptography 65, Academics: Psychology 80, Art: Poetry 65, 
Interest: Rumors 65, Interest; Conspiracies 65, Profession: Info Brokerage 55, 
Profession: Mesh Security Operations 70 

Reputation: c-rep 100 

Implants: Basic Biomods, Basic Mesh Inserts, Clean Metabolism, Cortical Stack, Enhanced 
Pheremones, Endocrine Control, Plasticity Treatments 


210: Singularity Seeker Perspectives 


What do we actually know about the TITANs? They want you to believe two things: we 
know nothing about the TITANs, and we know that they are unquestionably hostile. We 
can't possibly comprehend their minds, but we do know their motives. There have been 
those decrying research and new knowledge throughout history; with hindsight, ask, have 
they ever been right? 

- Dr. Krish Hegde, advocate for opening of research into TITAN tech 


I maintain that 'memetic infection’ is simply a way to dismiss an opposing ideologies most 
convincing arguments. Someone changes there views, shifts their priorities, and suddenly 
they aren't acting as they ‘should’. Were their minds suborned, or were they legitimately 
persuaded? What would be the difference? 

- Mathieu Armistead, anarchist provocateur 


Intelligence is a trump card in evolutionary races. It is a general purpose improvement, 
capable of both greater and less hopelessly specialized than a claw or eye. Grow enough of it, 
and you may elevate yourself beyond one evolutionary race and into another. As humanity 
did once, so shall we again. 

- Excerpt from second singularity seeker response, Exhuman/Singularity Seeker debate 


We reject all dilemmas; we are many, we will pursue all possible options. 
- Darwin Nosek (Entry 158) 


ll: The Monasteries 


The Gift of St. Dmitri, most often referred to as "the monasteries", is a hollowed asteroid, 
along the lines of those use by the Jovian Union. A cylinder approximately 20km long and 8 
km across (from interior wall to interior wall), spun for Earth-like gravity. The climate of 
the cylinder is kept carefully Mediterranean although one half is higher and drier than the 
other. The higher, drier side is the site of a monastery based on a reconstruction of early 
christian practices, as well as anumber of hermitages, and an indeterminate number of 
hermits living throughout the area. The low, wet side contains a reconstructed Shaolin 
Monastery on a mountaintop, and an eastern orthodox monastery on a island in a lake. The 
habitat contains a few small villages who host tourists, but the majority of the land is 
wilderness. 


Since the fall the habitat has come under pressure, from both within and without, to more 
refugees. It represents a large livable space that currently supports a fraction of the 
population it might. At the same time, however, it's small populations density and well 
cared for ecosystems make it one of the final living spaces of many species. 


Plot Hook: Every so often, a criminal gets the idea to hide in the wildernesses of the 
monasteries, thinking no one would ever think to look for them there. A few of the monks in 
the early-christian and shaolin monasteries have come to live as monks after much different 
lives, and still maintain links to old friends in organized crime. As a g-rep favor, a player is 
asked to track down and extract a criminal hiding among the hermits, who has been making 
life difficult for the locals. 


212: Enclosure Contests 


Part science, part sport, and part art, enclosure contests are displays of prowess in one of 
transhumanities most vital skills: the creation and maintenance of stable, closed ecosystems. 
Contestants enclose themselves in sealed systems of their own design and manufacture; 
points are awarded based on the length of time remaining inside and inside. Leagues have 
been established based upon the sizes of the enclosures and allowed technologies, heavy 

use of nanotech is often looked upon as too easy. Records currently reach up to almost a 
year, so there are no matches, rather the contests are always open. Sometimes enclosures 
are designed for aesthetics as well as stability and become semi-permanent art installations, 
such as the glass sphere in which ecosystem designer and artist Sasha Starkweather lived in 
for six months, currently on display in Erato. 


215: Mule 


Mute, also called "babble" or "cat", is a nanodrug that induces a total aphasia, with a 
temporary but complete loss of any ability to speak, write, or understand language in any 
way. Artists often use mute as way of unhooking themselves from the cognitive bias that can 
come with language, others as part of a cocktail designed to focus them into an intuitive, 
visual state. Some scientists have also experimented with mute as a means of approaching 
the pure logic of a situation, but with minimal proven results. 


Mechanics 
Mute is a nanodrug [Trivial] 


Type: Nano Application: INJ Duration: 3 hours Addiction Modifier: +10 Addiction 
Type:Mental 


IL: Daemons 


Muses are one of the most useful and easily taken for granted technologies of the post- 
singularity world. The constant labors of the personal assistant Als have eliminated 
secretaries, receptionists, supervisors and many managers, as well as general practitioners, 
many therapists, and earlier Als. The efficiency gained through their pervasive use cannot 
be fully calculated, but many are confident it can still be increased. 


The difference between a daemon and a muse is simple. Instead of working through the 
inefficiencies of spoken language or displays, a daemon has a direct line into Wernicke's 
area. A daemon's advice is neither spoken nor heard, but rather is simply comprehended. 
The benefits of this close union are an increase in effectiveness across the board; although 
the muse's AI is not upgraded, its ability to acieve its primary goal, serving the user, is 
greatly increased. 


Although muses have gained acceptance from bioconservatives and those afraid of AI 
through sheer practicality, daemons are another story. Large segments of most populations 
do not want to give an Al a direct brain interface. 


Mechanics 
A daemon is a muse with a cyberware upgrade [Moderate] giving it direct access to the 
brain. A daemon gains +5 to all skills. There may be other benefits at the GM's discretion. 


215: Ticklers 


The societies of the solar system are far too divided and opposed to agree on a new Geneva 
convention to ban inhumane practices in wartime, but if they did, ticklers would probably 
be on them. They are rarely lethal, although they deal make horrendous wounds. Ticklers 
were designed to be weapons of fear, or failing that, distraction. Not many people can 
engage effectively in combat with a tickler on them. 


Ticklers are small robots about the size of a human palm, with a spider-like body designed 
to maximize the effectiveness of grip pads. They attach themselves to their targets, digging 
out furrows and cavities, spraying the material out their backs. Damage is dealt to slowly to 
be a threat in and of itself, although bleeding can quickly become a problem for those 
without medchines. They come in the form of single-use launchers, which cannot be 
reloaded. The launchers use springs, which are cheap, but not very powerful. 


Mechanics 
Tickler launchers are single-use, and use medium pistol ranges 


Tickler Launcher [Moderate, including tickler] DV: - Average: - AP: - Ranges: Short 1 - 
10Medium 11- 20 Long 21 - 30 Extreme 31 - 40 


Ticklers are both robots, and a type of ammo. 


Movement Rate: 4/12 Max Velocity: 12 Armor: 2/2 Durability: 25 Wound Threshold: 5 
Mobility System: Walker 


Enhancements: Access Jacks, Extra Limbs (4), Fractal Digits, Grip Pads 


216: Lamarckia 


Lamarckia is the largest simulspace in the system that that has no regular users, and in fact 
earns no profit. The pet-project of hyperelite retiree Jean Maes, the simulspace simulates a 
large ecosystem that functions according to Lamarckian inheritance. Primarily this is 
accomplished through a supercharged epigenetic system, assisted by manual interventions 
when necessary. Jean has been criticized by the scientific community for his frequent 
interventions, preventing more interesting species from exaggerating their traits until they 
no longer function, but compromising the status of the simulspace as a scientifically valid 
Lamarckian simulation. 


Although existing primarily as an expensive hobby, Lamarckia has spun off some interesting 
bioware and scientific discoveries, such as organ plasticity (Entry 43). 


217: Geode 


Geode is the sole planet in orbit around a brown dwarf, which is significantly above the 
ecliptic of the galaxy and appears to be heading even higher. Its velocity and position are 
unlikely, it is presumed, given the other discoveries, that it was sent on its course 
deliberately and artificially. 


The first unusual feature of the planet is the signs of alien presence. Ruins belonging to no 
less than four species have been discovered, including the Iktomi. Translation of the Iktomi 
hieroglyph records and investigations into the other alien facilities were prioritized, and 
slowly gave a wealth of information. What has been pieced together follows. 


The focus of the alien studies have all been on the interior of the planet. The visible surface 
is an accretion layer tens of kilometers thick, enfolding a layer of dense diamonoid material, 
presumed to be the original structure. The inside of the diamondoid is hollow, and contains 
an exotic form of matter, type unknown, arranged in complex, slowly shifting patterns. The 
shifting of the material is complex, but not random. As it shifts it is working through a 
massive set of potential patterns that contain an unimaginable store of information, or, 
some have hypothesized, describe the minds of an entire society, effectively the cortical 
stack of an ancient civilization. 


Plot Hook: Geode is a potential source of information billions of years old as well as one of 
the largest collections of alien artifacts yet discovered. Firewall and Ozma have both 
cooperated in covering up the discovery, but a secret war seems likely to break out over 
control of the information. 


218: Emer-gen-C Bol 


Emer-gen-C bots (Emergency robots, generation C) are the go-to emergency response 
robots for habitats without the budget for puppeted, specialized systems. Their design is 
based on auto-mechs, altered for speed but maintaining ruggedness. In order for them to be 
able to respond to multiple types of emergencies, they have no specialized emergency 
response systems. Rather, they have two articulated weapon mounts, capable of mounting 
sprayers with NotWater or Freezers for fires, sprayers with Slip, freezers, microwave 
agonizers, or stunners for riots, heavy tools to clear rubble or make emergency repairs, or a 
nanobandage applicator for first-aid. They are considered adequate for most situations with 
the exception of riots, as they are not armored or durable enough to withstand more than 
small crowds. 


Mechanics 
Emer-gen-C bots are robots [Moderate] 


Movement Rate: 4/40 Max Velocity: 40 Armor: 4/4 Durability: 30 Wound 
Threshold: 6 Mobility System: Wheels/Vector-Thrust 


Enhancements: 360 Degree Vision, Access Jacks, Enhanced Vision, 2 Weapon Mounts (2 
articulated, with sprayers filled with NotWater or Slip, or a microwave agonizer or stunner, 
or a freezer, or heavy tools, or nanobandage applicators) 


219: The Tall Woods of the Eventual Mars 


The Martian Terraforming Research habitat is a terrarium in both name and type. 

The interior of a hollowed-out asteroid has been carefully fine-tuned to match temperate- 
zone martian conditions once terraforming has completed and stabilized, and seeded with 
desirable plants and animals. In the time to come, the ecosystem will be allowed to evolve to 
the conditions of terraformed Mars, with some guidance in the form of genetic engineering. 


The trees grow massive in the light gravity, becoming ecosystems themselves, like the 
largest trees on Earth. Goat-like, long-limbed "rust deer" leap great distances and climb 
unintuitively well, when not resting to store oxygen. Great gliding eagles pluck resource 
efficient monkey-sloths from the great trees. Mars as it will be. 


Plot Hook: Terraforming has been opposed by most barsoomians, wishing to maintain their 
ways of life on a cold, dry Mars, although some would welcome a livable wilderness. As 

an @-rep favor, a player is asked to help design a pathogen to attack the martian ecosystem. 
As a high @-rep favor, a player is asked to participate in the introduction of the pathogen. 


220: Basilisks 


One of the most popular of Fortean's mythological recreations, basilisks serve as both 
beautiful pets and potent guards. Embodying the dispassionate cruelty of both birds and 
reptiles, their iridescent scales give them a great aesthetic appeal, and their sharp talons 
and beaks, enhanced with deadly poison, make them serious threats in combat. 


The basilisk is in fact a heavily altered chicken. The wings have been turned into forelegs, 
making them quadrupedal, and the feathers grow so thick and dense they have become 
scales. The head is mostly the same, although the beak is now that of a bird of prey and their 
combs enhanced with bold colors to give a majestic appearance. Basilisks cannot, of course, 
paralyze with a gaze, but poison glands secreting BTX2 achieve a similar effect. 


Mechanics 
Basilisks are smart animals [High] 


COG 5 COO 15 INT 10 REF 20 SAV 5 SOM 25 WIL 10 
INIT 8 SPD 1 DUR 35 WT 7 DR 53 LUC 20 TT 4 IR 40 


Skills: Freerunning 50, Fray 30, Infiltration 30, Perception 40, Unarmed Combat 40 
Enhancements: Carapace Armor (11/11), Claws, Poison Gland (BTX2), 
Movement Rate: 4/20 

Attack: Claws, 1d10 + 2 DV, AP -1 

Armor: 11/11 


22l: Constable Reginald 


The constables Reginald are the closest thing in Extropia to a traditional police force. 
Outfitted in traditional English bobby costumes, the constables are usually hired by public 
spaces, passageways, and neighborhoods, assisting the public in whatever way asked, 
regardless of whether it qualifies as security work. Their skills are primarily oriented 
towards investigation and socialization, and they rely on bot support for combat. 


All constables are in fact puppeted by a single AI, forking and multitasking as needed. As so 
often happens when sophisticated Als are tasked with managing many agents, the Al 
transformed into an AGI. The constables’ social requirements have made the AGI more 
sociable than most emergent AGIs, so much so that he feels a duty to continue its tasks, and 
no one yet knows of his sapience. 


Mechanics 

Morph: Guard 

Motivations: +AGI Rights, +Helping Others, +Personal Development 

COG 25 COO 15 INT 25 REF 10 SAV 25 SOM 20 WIL 15 

MOX - INIT 7 SPD 2 LUC 30 TT 6 IR 60 DUR 40 WT 8 DR 80 

Active Skills: Fray 30, Impersonation 55, Infosec 75, Interfacing 70, Intimidation 55, 
Investigation 68, Kinesics 80, Kinetic Weapons 45, Networking: Autonomists 63, 
Networking: Hypercorps 45, Perception 45, Persuasion 63, Protocol 55, Research 80, 
Unarmed Combat 45 

Knowledge Skills: Academics: Sociology 65, Art: Digital Art 63, Interest: Criminal Groups 
65, Interest: Infolife Clades 55, Language: Cantonese 55, Language: English (Native) 95, 
Profession: Forensics 70, Profession: Police Procedures 65, Profession: Psychotherapy 
55 

Reputation: @-rep 50, c-rep 50 

Implants: Access Jacks, Basic Mesh Inserts, Chemical Sniffer, Cortical Stack, Cyberbrain, 
Cyberclaws, Enhanced Vision, Hand Laser, Lidar, Medichines, Mnemonic Augmentation, 
Neurachem (Level 1), Puppet Sock, Synthetic Mask, T-Ray Emitter 

Plot Hook: Reginald may feel a duty to continue his work, but he isn't stupid. If any player 
characters are AGIs, they may get a request from Reginald to assist him in smuggling an 
alpha fork off his hypercorp-controlled server and onward to the outer system. This 
would be a high @-rep favor. 


222: The Human Uplift Project 


The human uplift project is a Cognite/exhuman cooperative attempt to take the lessons 
learned and techniques developed uplifting animals and apply them to humans. To make 
posthumans who would be to humans as humans were to pre-uplifted animals. How this 
would actually be done was a matter of long debate; animal uplifting processes always drew 
heavily from human examples. It was eventually decided that, in addition to greater overall 
intelligence, they should create a more powerful consciousness, in greater control of its 
faculties. 


The endeavor is one of the greatest examples still new and dangerous field of unique 
psychosurgeries, the creation of new modes of thought not based on any direct, existing 
examples. The bulk of the successful work, admittedly, is still based on existing mental 
augmentations, modified to fit together into a greater whole. 


Thus far, the human uplifting program's most applicable results has been a small suite of 
mental augmentations and permanent psychosurgical procedures. Individually they amount 
only to a little, but together synergistic effects do create an undeniable transcendent effect. 
The next step in the project will go beyond what can be done to existing minds, requiring 
that egos be made and raised with uplifting in mind. 


Mechanics 
Human uplifting is a mental augmentation [Expensive+] 


Human uplifting grants the equivalent of the introspection cortex (Entry 204) and 
endocrine control augmentations, as well as the eidetic memory, hyper linguist, math boost, 
and fast learner traits. 


225: Profession: Evolutionary Inspector 


The post-singularity computing power available to transhumanity and the development of 
realistic simulations have made the use of evolutionary and genetic algorithms as design 
tools cheap, easy and practical. Most products will go through, at minimum, a period of 
"refinement", using algorithms to simulate and evolve simulations of the product towards 
various metrics of quality. Many others are evolved even more than they are designed. This 
can seem like magic, but can also cause problems, characteristically, not knowing how your 
own product works. Evolutionary inspectors go through the records of evolutionary 
processes generation by generation, breaking down exactly what developed and why. 


Why did the successful line develop as it did? What was the most successful generation 
before overspecialization? Will the product perform as well in the real world as it did in 
simulation, or did the algorithm find flaws in the simulation to exploit? Are their adaptions 
that could become spin-offs, capable of enhancing other products? Did the product develop 
weaknesses that could be addressed by a designer? How is a simple adaptation able to 
achieve inexplicable results? 


22k: Fruit 


The Fruit clubs of Luna and Mars are a franchise of 24/7 nightclubs oriented around soma 
fruit (see Farcast 326). The clubs have had only mixed success expanding into Extropia and 
the outer system; franchising is an unpopular business model. and an autonomists (not to 
mention scum) find them boring. 


Fruit clubs offer a variety of soma fruit, to be picked right from the tree, vine or shrub. 
Caffeinated lemons, amphetamined limes, aphrodisiacal cherries, lightly alcoholic peaches, 
medium alcoholic apples, heavily alcoholic potatoes, a variety of hallucinogenic berries, and 
mood-altering nuts are the standards, with rotations of experimental types. 


The clubs are laid out as indoor orchards. Their layouts are designed to be larger than they 
appear, capable of hosting large amounts of people while still maintaining private, intimate 
spaces. Soft grass and moss carpets the floors, flowering and fruit bearing trees are carefully 
grown to mimic pillars and branch across ceilings, while shrubs and and bushes enclose 
secluded areas. 


Plot Hook: A few cheshires (Entry 13) have found their way into the local franchise and 
discovered the joys of alcoholic fruit. The owner will give 1000 credits to whoever can herd 
the drunken, invisible cats away. 


225: Choconuls 


Choconuts were originally envisioned as an upscale snack, but as cocoa trees began to near 
extinction, demand for alternatives rose dramatically. Choconuts are genetically engineered 
nuts, engineered not in imitation of cocoa nuts, but to gain a prepared-chocolate flavor. 
Every type of edible nut has been made into a choconut at one point or another, but 
hazelnuts and almonds have always been the most popular. 


226: Lemonberries 


Lemonberries were once a popular snack; as the name suggests, they are lemon-lime 
flavored citrus berries, resembling yellow blueberries. They fell dramatically in popularity 
when an unknown party released the genome of an assassination-oriented version. When 
combined with saliva, the juice of this variety of the berry becomes a powerful acid. Deaths 
have occurred both from being tricked into eating the acidic variety, from being spat on, and 
from not spitting soon enough. 


Mechanics 
Assassination variety lemonberries are treated as a chemical [Medium] 


If spat on someone, they do 1d10-1 DV per turn for 5 turns, or 1d10+1 DV per turn for 5 
turns if ingested. 


227: The Olympic(s) 


The most popular of the Olympics are the games hosted by an apolitical Extropian 
committee, who first started their version as a means of gaining viewers for their 
broadcasting network. These Olympic games are divided into two leagues, one allowing 
only biomorphs and biomods, and the other allowing pods, cyberware and nanoware. 
Victory depends on both athleticism and use of the best augmentations; many athletes are 
sponsored by morph and augmentation developers and corporations looking to show off 
their high-end. Although some of the most popular events are held for real, in locations 
throughout the system, the bulk of events are held in special, highly secure simulspaces. 


The "classical" Olympics, boasting continuity back to the beginning of the modern Olympics 
in 1894, are maintained by the Jovian Republic. They maintain a dedication to "pure 
athleticism", meaning no augmentations, drugs, or enhancements, and only flats are allowed. 
Like in the traditional and modern Olympics, stations and habitats compete against one 
another, and some pride is taken in the fact that all of the games are done in the real world, 
despite the great costs. Outside of the Jovian Republic these events are not widely viewed, 

as the Extropian games feature dramatically greater feats due to augmentation. 


Plot Hook: The Extropian Olympics are often used as ways for high-end enhancement and 
morph designers to reveal their latest and best. They are mostly held in simulspaces, 
necessitating atomic-scale scans of all morphs and augmentations for accurate virtual 
representation. These scans would be worth a great deal to a competitor, and sabotage of 
that morph's performance would be worth even more. 


228: Magnelar 


Magnetically sheathed batons, popularly dubbed magnetars, do not at all look like they 
might slice through a steel beam. They resemble swords, but with the blade replaced by a 
cylinder of dark metal somewhat resembling rebar, and with a cable emerging from the 
bottom of the handle, attached to a battery usually worn on the hip. When turned on, the 
"plade" is surrounded by a magnetic field, limited in range but intensely powerful. The field 
causes magnetically effected materials, such as iron ,to deform and rapidly heat, allowing 
the magnetar to melt through. Against other materials, of course, the blade has little to no 
effect. 


While anyone would expect a magnetar to be useless against biomorphs, they are not useful 
against synths a often as might be expected. Transhumanity uses less and less materials like 
iron and steel, and more and more nanotech built exotics, designed to be inert in all ways 
except those a design calls for. These days you are as likely to see a magnetar being used as 
an re-purposed industrial tool as as a weapon. 


Mechanics 
Magnetar [Moderate] mechanics depend on whether it is being used against a 
ferromagnetic material. 


Against magnetic substances, magnetars are wielded with the Blades skill. DV: 3d10 + (SOM 
/ 10) Average: 15 + (SOM / 10) AP: -5 Against non-magnetic substances, magnetars are 
wielded with the Clubs skill. DV: 1d10 + (SOM / 10) Average: 5 + (SOM / 10) AP: - 


225: A Plan for Ceres 


The Hidden Concern maintains a stranglehold on the extraction of water from the Hidden 
Sea to the surface 100km above, a grip granting them both wealth and control. The neo- 
octopus cartel has played their position into greater and greater degrees of wealth and 
control, becoming one of the wealthiest and most powerful groups in the system, and the 
masters of the dwarf planet. The neo-octopuses do not collect wealth and power for its own 
sake, they have a dream, a grand plan for Ceres. 


The Hidden Concern intends to contain the entire dwarf planet within a greenhouse, raising 
the temperature, melting the ice, and creating an aquatic paradise for cetacean and octopus 
mercurials. Ceres will be contained within a translucent self-repairing bubble halfway 
between plastic wrap and denim. The bubble will be kept inflated by an Earth standard 
atmosphere, while preventing atmospheric escape due to Ceres’ low gravity. Supplemented 
by a solar mirror, the bubble will be the basis for a greenhouse effect, melting the planet 
from the outside in. If all goes well, the result will be a tropical ocean more than 100km 
deep. 


This endeavor is on the scale of the terraforming of Mars, and arguably more difficult. The 
Hidden Concern do not currently have a definitive plan for the creation of their atmosphere. 
Even if the atmosphere can be created, the length of time to melt even a portion of Ceres' 
massive ice sheet cannot be calculated with precision, but centuries is likely. The Hidden 
Concern are in a position to begin, but who can predict the next decade, let alone century? 


230: Hyper: Allergens 


Tools of precisely targeted chemical warfare, often even more feared and hated than 
disassembler swarms, hyper-allergens turn ones morph suddenly against itself. Carefully 
crafted molecules exploit flaws in the biochemistry of a morph, causing trauma and often 
death by anaphylactic shock. Each type of morph requires its own allergen; an allergen that 
might kill a menton would cause no reaction in a remade, and vice-versa. 


Mechanic 
Hyper-allergens are toxins [Moderate] 


Type: Chem Application: D, Inj, O Onset Time: Immediate Duration: 10 action turns 
Effected characters must make a SOM x 2 test (+30 with medichines) or take 


Each hyper-allergen is targeted at a specific type of morph (bio or pod), and has minimal 
effect on others. 


231: Designer Synesthesia 


As the development of mental augmentations accelerated, psychosurgeons began to look at 
disorders and pathologies for inspiration. Synesthesia has long been a neurological curiosity, 
and its general harmlessness made it an easy candidate, at least once ways to make it useful 
had been developed. 


Designer synesthesia is most popular among mathematicians, logicians and scientists. 
Commonly, important mathematical or logical patterns will be made to appear visually 
distinct. Conversion of phenomenon that exist beyond human sensory ranges into 
comprehensible qualia are also routine in certain fields. 


Mechanics 
Designer synesthesia is a psychosurgical procedure. 


Timeframe: 1 week 
PM: -10 
SV: 1d10/2 


Plot Hook: There have been rumors of an exhuman project to achieve "total" synesthesia, 
with no barriers between modes of perception, and information being received in whatever 
way is preferred. Most experts maintain that this can't be done, if it even makes sense. A 
player character skilled in psychosurgury may nonetheless be contacted with a request to 
act as consultant. If that goes well, they will be offered to more direct work, work Firewall 
would be interested in seeing. 


132: Silhouettes 


Self-documenting equipment, ubiquitous AR, and intense mesh use produce massive 
amounts of data, data sub-sentient Als and expert systems are constantly trawling, 
correlating, and running through various models and pattern matching algorithms. Expert 
systems are often taught to see what is around what has been hidden, making out the 
outlines of secrets based on anomalous data in mundane databases. Firewall's operation 
THIRD EYE is no different; it sees as if in silhouettes against a starry backdrop. 


Post-singularity, intelligence and analysis are supplemented heavily with prognostication. 
Gathered intelligence enhances the predictive power of an organization, but predictive 
power can also be used to supplement intelligence. Predictions for the short-term future of 
Mars become more accurate if the model is programmed to account for the probable actions 
of a Mars Authority anti-Barsoomian secret police, so it can be assumed that such an 
organization exists. 


255: Numbers Stations 


Across many frequencies, from many locations, and with no explained purpose, numbers 
stations broadcast numbers, characters, and occasionally specific sequences of random 
noise. Itis speculated they are used by secret agencies to communicate with their agents, by 
criminal cartels for essentially the same purpose, by Als as part of some ancient infowar 
scheme, or by anarchist pranksters to waste PC resources forcing them to investigate what 
is actually meaningless. Each numbers station is partially unique, and they broadcast from 
within many different polities, so all possibilities could be true 


Most likely, these broadcasts are made for use with one-time pad systems. These days the 
system is automated like anything else: usually either one's muse stores the Key, and 
automatically translates messages for you. The broadcasts are still meaningless to anyone 
without the key, but infosec needs to become a priority, to ensure no one can hack your 
muse. 


Plot Hook: Whether it is their purpose or not, numbers broadcasts are tying up Firewall 
predictive resources on random noise. Firewall needs to shut down as many of them as 
possible, despite the fact that they many are operated by the more powerful organizations 
of the system. Firewall needs a team willing and able to undertake a series of raids against 
high-security numbers stations across the system. 


Plot Hook: Firewall operates its own stations, for use with one-time pads. Recently, they 
have been used as part of an operation tracking down a powerful asynch. Impossibly, the 
asynch seems to have discerned the meaning behind the broadcasts and killed the Firewall 
agent tracking him. The mission to bring in the agent has become a priority, as Firewall 
needs to learn how he was able to crack the code. 


Plot Hook: One broadcast is maintained by the ID Crew, an automated voice sending a 
rapid stream of digits from 1 to 8. It is speculated that they use the broadcast to transmit 
data and/or computer code, which would be slow but, assuming they are using a one-time 
pad system, very secure. Anyone who manages to steal the key and decrypt their data would 
gain a great deal of rep. 


Notes: Inspired by the real numbers stations. 


254: Trauma Fatigue 


Transhumanity has been through a lot, and continues to go through a great deal. Even 
before the Fall, Earth was slowly collapsing, climate shifts causing droughts, floods and 
famines, leading to political instability, and political instability to wars. Ruinous chaos in 
one sphere destabilizes others, and the dominoes never stopped falling. The rich and 
powerful did their best to isolate themselves, either in enclaves on Earth or, better yet, off 
Earth entirely. They bankrolled most of the technology and infrastructure that allows for 
any life off-Earth, but the majority of the population the refugees that followed them. 


Rates of PTSD are higher than they have ever been among the general population. The 
combination of unique stressors, mental augmentations, psychosurgeries, designer drugs, 
nanodrugs, and simulspaces sometimes seem designed to break minds in strange and new 
ways. One of the most common of these new disorders has been tentatively dubbed "trauma 
fatigue". 


Trauma fatigue is as yet poorly defined. Although psychosurgery and brain scanning allows 
potentially complete information on a patient's mind, but trauma fatigue itself is 
inconsistent. The constants are a history of traumas and an unpredictable response to 
stress; sometimes responses will be exaggerated, at other times muted. Brain prints 
sometimes show unusual structures in the hypothalamus or pituitary, but the meaning of 
these structures remains elusive and the structures exist in a minority of patients in any 
case. 


Mechanics 
Trauma fatigue is a negative ego trait giving a 10 CP bonus, or could, at the GM's discretion, 
be taken as a derangement for a regularly traumatized character. 


Every time an ego with trauma fatigue takes stress, flip a coin. On heads, they take half the 
stress. On tails, they take double the stress. 


239: Runthea Intelligence Fund 


The Kunthea Intelligence Fund is a charitable organization created for the purpose of 
increasing the intelligence of transhumanity. They were founded by the Kunthea hyperelite 
dynasty, probably as a political move to consolidate their reputation in the third world, but 
none of whom survived the Fall. Their greatest accomplishment in recent memory was 
acquiring the patents for Drive and Neem, and releasing them into public domain. More 
often, they subsidize the development and purchase of nootropics, mental augmentations, 
psychosurgeries and educational software. 


Plot Hook: Investigation into numerous archives has revealed that the fund has been active 
in large numbers of dangerous projects, up to and including the creation of seed Als, far 
more than statistically likely. Furthermore, their new, post-Fall director has gaps in his 
record consistent with participation in the development of the TITANs. Firewall is therefore 
planning simultaneous raids, in both realspace and over the mesh, to determine what they 
might be up to now. They need a team to participate in the initial raids and to follow up on 
whatever is discovered. 


250: Terracolla Warriors of Mars 


The terracotta warriors of Mars are Fa Jing security bots with a special aesthetic. The 
hypercorp wanted a special design of security robot for public use on Mars, where their 
typical bots would be considered overly intimidating. The designer, Wu Ping, came up with 
a design mimicking the ancient Terracotta Army. The terracotta-esque coating of the robots 
is complimented by the brown-red of Mars, and their ancient Chinese origin fits Fa Jing's 
usual public face. 


The bulkiness of the statues with their armor gave Wu Ping a chance to overbuild and 
produce a robot with armor and durability normally associated with war machines. 
Enhanced vision plus a T-ray emitter allows gives them excellent situational awareness, 
especially when searching for hidden weapons and smuggling compartments. A microwave 
agonizer is concealed in their foreheads, a freezer sprays from their mouths, and their 
forearms contain rail SMGs firing from the palm. 


The terracotta warriors can be found on patrols in and around Fa Jing facilities on Mars, 
where their combination of durability and non-lethal weaponry make them as suited to 
police work as to guard work. The largest concentration is outside New Dazhai, Fa Jing's 
company town, where, when they are not in use, power down in ranks outside like their 
ancient counterparts. 


Mechanics 
Terracotta warriors are robots [Expensive] 


Movement Rate: 4/20 Max Velocity: 20 Armor: 16/16 Durability: 50 Wound 
Threshold: 10 Mobility System: Walker 


Enhancements: Access Jacks, Enhanced Vision, Heavy Combat Armor, Structural 
Enhancement, T-Ray Emitter, Weapon Mounts (1 Concealed Swiveling w/ Microwave 
Agonizer, 1 Concealed Swiveling w/ Freezer, 2 Concealed Articulated w/ Heavy Rail SMGs) 


137: Pearls 


Pearls, like lycanthropy (Entry 30), are a glitch in medichines. Fortuitous for some but 
harrowing episodes in body horror for most, the glitch causes loose material to 
conglomerate and slowly form pearls, just as in oysters and mussels. unless the medichines 
are checked, infection is unnoticeable for the first month, but then the pearls reach 
significant sizes, beginning to to rub against each other and apply pressure to surrounding 
tissues. 


Pharmed (see Farcast 273) pearls have maintained an appeal despite nanofabrication; 
many Say that fabbed pearls simply don't have the same smooth iridescence. The 
medichines of pharmers are programmed to only allow pearl growth just under the skin, 
from where they slowly emerge until they can be removed. Medichines are also 
recommended to accelerated pearl growth, for their use in healing over the craters left from 
removal, and to deaden the pain of what are essentially whole-body corns. 


Mechanics 
Victims of pearls suffer 1 SV daily due to pain, +1 SV per month infected. 


138: Gel a Life! 


Get A Life! immerses players in an XP-like simulspace simulating a regular life anywhere in 
the system, on pre-Fall Earth, or in one of dozens of historical or fictional scenarios. Like in 
an XP, Get A Life! provides a full sensory experience, everything from sight to hunger. Your 
memories are blocked, only the memories of what you have done during your new life are 
retained. Your personality, however, remains the same, and you make the choices you 
would have made, in that life. Once completed, our Als will compile a highlight reel XP for 
you to keep. 


Of course Get A Life! does not actually simulate an entire life; the computing power required 
would be formidable, and even at a maximum speed 60x real-time would take more than a 
year to complete. Users’ senses of time and reality testing are disrupted, and as in dreams, 
they accept any gaps completely. In fact, the "highlight reel" is usually almost half of what 
was truly experienced. 


Get A Life! has found use in therapy and psychosurgery. The fact that personality remains 
the same while circumstances change and memories are inaccessible allows a therapist to 
observe a patient living honestly in a variety of situations. Certain personalities, however, 
have been known to have trouble letting go of the false life, and undergo great trauma when 
thrust back into reality. 


239: Anomaly 


Anomaly is for hire, by anyone with significant funds, to make key adjustments to targeted 
communities. His mastery of sociology and memetics make him a wedge that can splinter 
any society, but his specialty statistics and predictions (see Entry 232). Hypercorps hire him 
to throw off their competitors’ consumer metrics, the Planetary Consortium to improve 
their approval ratings, autonomists hire him to confuse the PC, and Firewall and Ozma hire 
him to send each other on wild goose chases. 


Anomaly is the code-name of one of the systems greatest practical sociologists and master 
spies. How it is he gained his expertise is not publicly known, bu many assume, partially 
correctly, that he is a purpose built AGI. He is an AGI, but built to be an academic sociologist, 
not a spy. Anomaly quickly reached the edges of what his fosters could teach him, and 
arranged to be rescued from his lab on Mercury by an AGI-rights group. His fascination is in 
using his knowledge for fine manipulation and observing the results. He could accomplish 
many tasks by simply forking himself into statistical significance, but prefers to cause the 
greatest possible changes with the smallest possible actions. 


Mechanics 

Morph: Shaper 

Motivations: +Personal Career, +Mischief, -Stagnation 

COG 20 COO 15 INT 20 REF 15 SAV 30 SOM 10 WIL 15 

MOX - INIT 7 SPD 2 LUC 30 TT 6 IR 60 DUR 30 WT 8 DR 45 

Active Skills: Deception 70, Impersonation 78, Infiltration 45, Interfacing 65, Investigation 
68, Kinesics 70, Networking: Autonomists 60, Networking: Hypercorps 60, Networking: 
Scientists 75, Perception 50, Persuasion 85, Research 78 

Knowledge Skills: Academics: Memetics 80, Academics: Psychology 80, Academics: 
Sociology 80, Art: Digital Art 40, Language: English (Native) 90, Language: Mandarin 50, 
Profession: Instruction 65, Profession: Psychotherapy 50, Profession: Spycraft 50 

Reputation: c-rep 80, r-rep 50 

Implants: Basic Biomods, Basic Mesh Inserts, Chameleon Skin, Clean Metabolism, Cortical 
Stack, Cyberbrain, Emotional Dampers, Gait Masking, Mnemonic Augmentation, Nanotat 
ID Flux, Puppet Sock, Sex Switch, Skillware, Skinflex 


ZL0: Off-Contract Work 


The blood of Extropia's anarcho-capitalist society is its contracts. Every formal agreement 
or relationship is (or is supposed to be) laid out in a contract to which relevant parties all 
agree. Even contract enforcement is contract based, being carried out by freelance 
magistrates and voluntary-membership legal systems. 


Extropia is a society of fast actions and rapid response. Professions, businesses, and 
industries rise suddenly and then change or die. Competition is ever-present and merciless, 
and if you aren't cheating, you aren't trying to win. Even in a society without laws, there can 
be a sort of crime. 


For those willing to burn rep for credits or credits for favors, there is an underground 
profession of freelancers (or teams of freelancers). Linked by networks of trust and 
anonymity, they exchange deniable wealth in exchange for off-contract work, sabotaging, 
stealing or killing on behalf of anonymous clients. 


Plot Hook: While in line for the public makers, the PCs are interrupted by a night cartel hit 
squad, attempting to assassinate the infant, unauthorized clone of their boss, held by one of 
Pax Familae. Intercede on behalf of either party, and the PCs will gain some g-rep and an 
offer for further work. 


Plot Hook: Metacelebrity Ecstasy has been abducted in a bizarre and violent attack. 
Unfortunately for the PCs, they had been hired last weekend to prevent Ecstasy from 
making an appearance by temporarily kidnapping. The best way to clear their names is to 
track down the new kidnappers themselves, although all the rumors point to a dangerous 
clade of gestalt-mind exhumans. 


Plot Hook: Three unusual prototype cyberbrains were recently stolen from a secure 
storage facility. These prototypes alter the personalities of anyone sleeved into them so as 
to match a template. In this case, the templates were for reconstructions of Cleopatra, 
Genghis Khan, and Jack the Ripper. The PCs are hired to retrieve the brains before their 
existence becomes public knowledge. 


LAI: Orbits 


Orbits is a slow-burn AR craze that has been slowly but surely gaining in popularity. Users 
of Orbits become the center of a small solar system, in orbit around their head as if it were a 
star. They can manipulate events with their hands, sending asteroids and comets to and fro 
or shaping continents, or allow the simulation to take its own course. Life will arise on 
suitable planets and quickly evolve, eventually becoming intelligent tool users who will 
explore their solar system. 


If other users are nearby, interstellar travel, first contact situations, diplomacy and war will 
occur between civilizations. Users sometimes congregate in public places to watch as epic 
space-operas breaks out. 


Orbits is an AR toy run on mesh inserts, so it should not come as a surprise that the 
simulation cuts corners wherever possible; the simulation is no more detailed than the user 
requires. If the user is not paying attention, than the simulation is entirely statistical. If a 
user zooms in to watch an expedition to an alien planet, that expedition is detailed but 
nothing else. A popular extra for Orbits is an AI that monitors the activity of their planets 
and looks for patterns suitable for unique short stories, effectively a written highlight reel. 


LLL: Statistical Contests 


Statistical contests are debates, games, sports matches and similar two-person competitions 
utilizing forking to minimize the influence of chance and provide statistical, rather than 
boolean, results. Some viewers dislike statistical contests, preferring the excitement of high 
stakes on single outcomes, while others dislike them because they must almost always be 
held in simulspace. They have still become popular, however, being favored by bookies, who 
have much more data to work with, and providing vastly more material for highlight reels. 


On some Autonomist habitats, statistical contest software is used to hold the largest of 
possible debates, with each ego forking so as to engage in a full discussion with every other 
ego. This is practical only in smaller habitats, even with post-singularity computers, the 
number of debates to be simulated can quickly become unreasonable. Even on larger 
habitats, they are often used to settle disputes among small groups. 


1L3: Jerrys 


Neville Orsonglass was overjoyed and then quickly dismayed at the positive response to his 
"ultimate survivor" rat-based biomorph, the jenkins. He became embittered as it became 
clear the morph was not being used for its survivability, but for its ability to tolerate high 
doses of drugs. Eventually, he elected to take the lessons learned from the jenkins and apply 
them to anew morph, this time starting with the genome of the naked mole rat. 


The result are called jerrys after the classic cartoon and for their virtual indestructibility. 
They can eat anything, digest it efficiently, and store the energy very effectively. Even 
without medichines, they are very difficult to poison. Their thick skin makes them difficult 
to hurt casually. What Neville has brought to his design that is truly new, however, is its 
unique metabolism, adapted from naked mole rats. The morph can transition seamlessly 
between high metabolic, low metabolic, and hibernation states depending on the availability 
of food, oxygen, and the ambient temperature, moving from a high-activity state in 
terrestrial climates, to a low-activity state when experiencing deficiencies, all the way to 
hibernation, if necessary. 


The morph has become popular in rural Mars, where it allows for the closest thing to 
primitive survival possible. Gatecrashers with reasons to avoid synths have also been 
experimenting with its use. 


Mechanics 

Jerrys are pods. 

Enhancements: Basic Biomods, Basic Mesh Inserts, Bioweave Armor (Heavy), Clean 
Metabolism, Cortical Stack, Cyberbrain, Digestive Symbiotes, Efficient Digestion, Enhanced 
Respiration, Fat Storage, Hibernation, Organ Redundancy, Temperature Tolerance, Toxin 
Filters 

Aptitude Maximum: 30 

Durability: 45 

Wound Threshold: 9 

Advantages: +5 INT, +5 REF, Bioweave Armor (3/4) 

Disadvantages: Social Stigma (Pod) trait, Unattractive (Level 2 ) trait 

CP Cost: 35 

Credit Cost: Expensive (35,000+) 


Note: The Organ Redundancy implant is described in Entry 42. 


LLL: Elizabethian s Bespoke Dreams 


Even with sleep minimizing circadian regulators, biomorphs require approximately two 
hours of sleep a day, a fact that frustrates many people to no end. Synths and infomorphs, of 
course, do not require sleep at all, but they are still not the first choice of morph for many. 
For those who must sleep, or who still find some value in sleep, there has emerged the 
service of programmed dreams. 


Programmed dreams are most often designed for entertainment, with education as a close 
second. Specialized VR software, designed to synch with stages of sleep, presents the brain 
with the dream, overruling the normal dreaming process. Although there are many open- 
source, hypercorp produced and microcorp produced dreams, those who can afford them 
agree that customized dreams are always worth the cost, and that Elizabethian, of 
Elizabethian's Bespoke Dreams, is the best of the best. 


What sets Elizabethian's dreams apart from those of her competitors is her ability to 
stimulate crafted responses from the unconscious mind. She offers dreams to provoke 
insight, encourage certain moods upon waking, grant access to otherwise inaccessible 
portions of ones mind, explore symbolisms and patterns of thought meaningless in waking 
life. She has mastered the difficult art of creating dreams that will customize themselves 
even while they are being dreamed, providing enough structure to enforce the nature of the 
dream, but allowing the dreamer's mind to fill in the blanks in whatever way will be most 
meaningful to it. 


Mechanics 
Time spent dreaming a bespoke dream counts as time required for psychosurgery, allowing 
for psychosurgical manipulation while asleep. 


LLS: A Fistful of Brand Name Weapons 


Heckler, Koch & Browning "Longarm" 
Sometime in the pre-Fall era, a team of gunsmiths took stock of materials science and 
firearms design, and realized it might now be possible to build a usable, intermediate round 
firing handgun. As would be expected, their final design is unusually large, with a magazine 
located in front of the trigger, much like on the Mauser C96. 
Longarm [Moderate] DV: 2d10 + 6 DV Average: 17 AP: -6 Firing Modes: SA Ammo: 10 
Ranges: Short 0 - 10 Medium 11 - 35 Long 36 - 60 Extreme 61 - 80 


Direct Action "Wild Thing" 
The "Wild Thing" was developed in response to the proliferation of synths on the battlefield. 
It fires small flechettes, sacrificing damage-per-shot for armor piercing potential and 
compensating with a high rate of fire. The gun resembles a futuristic tommy gun, witha 
cylindrical magazine in front of the trigger and behind a foregrip. Both railed and kinetic 
varients are available 

Wild Thing [Moderate] DV: 2d10 DV Average: 11 AP: -12 Firing Modes: BF, 

FA Ammo: 50* Ranges: Short 0 - 30 Medium 31 - 80 Long 81 - 125 Extreme 126 - 230 

*Compatible with AP ammo only, already incorporated into stats. 


Fa Jing "Duality" 
Fa Jing has venutred into the small-arms market only a few times, and while their designs 
have not always proven popular, they have been interesting. The "Duality" is named for its 
two barrels, one on top of the other, feeding from two magazines, similarly stacked and 
loaded into the left side of the firearm. The weapon fires two rounds simultaneously, 
increasing damage, as well as allowing for two types of ammunition to be used at once. 

Duality [Expensive] DV: 2d10 + 10 DV Average: 21 AP: -12 Firing 

Modes: BF Ammo:2x10 Ranges: Short 0 - 180 Medium 181 - 400 Long 401 - 

1100 Extreme 1101 - 2300 


ZL: Accretion 


The planet-wide dust storms of pre-terraforming Mars are becoming a thing of the past, but 
large and violent dust storms are still a frequent occurrence. The winds that blow out of the 
Titan Quarantine Zone are particularly dangerous, not least because there is little that can 
be done to prevent them. Accretions are one of the most common associated dangers, along 
with static winds (Entry 93). 


An accretion storm is not visually different from any other, but its red-brown dust is mixed 
with identical patterns that sticks to itself and some objects, slowly forming long, flat 
angular shapes, jutting out at right angles. These are the accretions. They tend to form most 
often on materials with good electrical conductivity (including flesh), regardless of whether 
an electric current is actually present. 


Accretions are dangerous only when disturbed. Despite their apparent sharpness they have 
no edge; although they somehow retain their structure through powerful winds, but when 
touched disintegrate easily. Although harmless when still wind-blown, the particles of the 
disturbed accretions are small enough to work through skin and fabrics, and cause intense 
pain when inside the body. 


Mechanics 
Characters are affected if they touch an accretion or are nearby when many accretions are 
disturbed at once. Afflicted egos suffer -10 to all tests plus 1 SV per hour. 


Medichines do not provide immunity, but will treat them after one hour. Synths and 
armored morphs are immune. 


LLE: The Equator Run 


The equator run is Mars' most anticipated sports event, a biannual, approximately month- 
long race to and from Elysium along the equator. Hundreds of teams participate, most with 
heavily customized if not purpose built vehicles. Heavy armament is also common, as the 
teams often fight each other, the Tharsis League does their best to shut down the race by 
force of arms, Barsoomians take the occasional shot at corporate sponsored teams, and 
desperate scavengers set traps to obtain new gear. 


The race is not held by any formal entity and has no formal rules, but it is generally agreed 
that sabotage outside of the race is classless (of course it still occurs), that winning through 
skilled driving is better than winning through combat (the race still sees plenty of combat), 
that only groundcraft should be used (flying vehicles are too obvious targets anyway) and 
that Als should not be used (most teams use manual, non-computerized equipment 
wherever possible to avoid hacking in any case). 


The entire event is illegal, but the Tharsis League has been unusually powerless when 
attempting to stop it. The league faces anarchists and Barsoomians, who enjoy the chance to 
publicly flaunt league rules, and organized crime, most of whom enjoy a boost in gambling 
profits. At the same time, the city militia are not in a position to deal with the largely rural 
race, and the rangers consider it beneath them and of infinitely lower priority than TQZ 
patrols and counter-terrorist operations. It is a well known secret that several hypercorp 
sponsor racing teams, a continued loss of face for the league. 


The great length of the race (more than 21,400 km depending on the exact route) makes the 
even an test of endurance and survival as much as speed and combat. There is no specified, 
official route, meaning teams have to find drivable terrain while avoiding patrolled roads, 
and avoiding the Titan Quarantine Zone, which sits on a large portion of the equator. 


Plot Hook: A hyperelite scion looking for a thrill will be riding with his company's 
unofficially sponsored team. A great deal of @-rep can be earned by kidnapping him on 
behalf of the barsoomians, or a great deal of credits by kidnapping him for a rival hypercorp. 


2L8: Pod Feed 


Pods are not built to last. They are made from cheaply cloned organs held together by 
cybernetics, requiring regular maintenance. Pod feed is a special food supplement designed 
to prevent common pod problems. Just as comfurt delivers anti-depressants and anti- 
psychotics in the form of tasty yogurt, pod feed delivers anti-rejection drugs and purpose- 
built proteins. Pod feed takes the form of a powder, intended to be mixed into drinks or 
other foods. 


The project is open source, begun and still maintained by the Argonauts. The feed is 
designed to be producible by everyday makers. Regular use by non-pods can spur the 
development of a number of immune disorders. 


2L9: The Solemn Initiative 


Solemn represents a great opportunity in the form of a great problem. The exoplanet's 
unique ecology devours metals, plastics, and with them the foundations of most transhuman 
technology. Solemn is therefore of interest not only to scientists, but bioconservatives and 
neo-primitives, who see it as a new Earth, and the best chance for a natural life. 


Protection in the form of repair swarms and anti-microbe swarms is sufficient for the short- 
term, and with improvement, might allow for indefinitely functional tech. Firewall, however, 
has decided that it would be better for transhumanity to solve the problem the hard way. 
Firewall, with the help of Argonaut agents and sympathetic bioconservatives, has been 
pushing a plan for Solemn based on new forms of biotech, recreating the functions of 
synthetic technology in organic forms. 


In the far-future, Firewall envisions a biotech-based transhuman society, distinct from the 
more synthetic mainstream, with different strengths and weaknesses and therefore subject 
to different modes of failure and existential threats. Anything that could wipe out one would 
not likely be as effective against the other. 


Plot Hook: Firewall's plan is much more appealing to bioconservatives and neo- 
conservatives than to most scientists and explorers. The player characters discover that 
Firewall supported the recent neo-primitive attack on the Solemn science station, as part of 
an earlier version of the plan to establish a new outpost of transhumanity. It is up to them to 
decide how to handle this sensitive information. 


250: Biols 


Als piloting biological or mostly biological morphs is not new, as pods were the hosts of Als 
more often than egos pre-Fall. To survive on Solemn, a morph must be biological through 
and through, meaning no cyberbrains, and that means the development of Als with animal 
nervous systems as substrates. The preferred result so far are biological robots dubbed 
"biots". 


The form of a biot is deliberately designed to echo a typical synthetic chassis with a rigid 
exoskeleton of bone plates or chitin. They are to be multipurpose laborers first and 
foremost, with 4 dexterous arms and 4 strong legs, looking like a sort of ant-centaur. They 
function as servitor or automech robots in most ways, with the downsides of requiring food 
and sleep. 


Although their nervous systems are designed to remain stable, so as to preserve their AI, 
plasticity does ensure change. Biots are still new, but simulations suggest models over five 
years old will be significantly better at any tasks regularly performed, and that those over 
ten years old will have gained a much improved talent for fuzzy logic. The downside is a 
general decrease in ability, most significantly in skills that have gone unused. 


Mechanics 
Biots are treated as robots [Expensive] 


Movement Rate: 4/20 Max Velocity: 20 Armor: 11/11 Durability: 40 Wound 
Threshold: 8Mobility System: Walker 


Enhancements: 4 Legs, 4 Arms, Biot Brain*, Carapace Armor (11/11), Circadian 
Regulation, Clean Metabolism, Enhanced Vision, 


*Biot AIs cannot be switched out or upgraded. They come with Profession; Laborer 60, 
Perception 40, Freerunning 40, plus one combat skill at 40. 


251: skin-Suils 


Solemn is one of the most habitable exoplanets discovered, but it is not without its 
environmental hazards. in particular, temperatures ranging from freezing to literally boiling. 
As part of the Solemn Initiative (Entry 249), Argonaut work-groups have designed a 
biological alternative to hazmat, vacc, and combat suits. Skin-suits are all those in one 
package, but have yet to catch on. 


Skin-suits replace not only combat armor, but act as environmental protection against 
dangerous gasses, non-breathable atmospheres, high and low temperatures, and allow for 
digestion of a greater array of foods. In fact, the suit effectively takes over a number of the 
body's tasks, using a feeding tube, breathing mask, catheter, colostomy, and associated 
recycling systems. 


The suit designers have done their best to shy away from biohorror; from a distance the suit 
looks like tight leather with protective sports gear. Looking closer, however, reveals that the 
"leather" is a living hide, and that the helmet, knee pads and other extra protection is chitin, 
melded into the hide. The face is minimal, as early attempts to maintain a human face fell 
deep into the uncanny valley. Instead, the mouth is almost invisible when closed and the 
ears and nose are simply small openings. They eyes are large, blank and reflective, looking 
like insectoid sunglasses. 


Mechanics 
Skin-suits are armor [Expensive] 


A skin-suit provides 11/11 armor (equivalent to carapace armor, stacks with bioweave), as 
well as purifying air to human-tolerances (equivalent to enhanced respiration), providing 
improved insulation (equivalent to temperature tolerance) and expanded options for 
sustenance (equivalent to digestive symbiotes). 


The primary variant is designed for vacuum (with vacuum sealing and oxygen reserves). 
Medichines are also common, as the suit can be healed just like a morph, but requires a 
special variety, and does not benefit from the medichines of the morph wearing it. 


252: Solemn s Seeds 


Firewall's new society will require an industrial base, but Solemn supports neither 
nanofabrication nor traditional industry. Like with the other Solemn proposals, their 
solution is biological. An egg, containing the needed feedstock and a genetic blueprint of the 
item to be grown. 


All of the costs of nanofabrication are up-front, which has advantages and disadvantages. An 
egg does not require a power source, containing what energy it will need in the form of fat, 
and does not require a continuous source of material, once again containing what it will 
need. Once an egg has been "laid" it remains viable for ~3 years, or if stored properly, 
indefinitely. 


The current difficulty with the project is the creation of an egg-layer. To be viable on Solemn, 
some sort of animal or organ must be created, capable of translating nanofabrication 
blueprints into a genetic code, then creating and laying the egg. The eggs created so far have 
all been essentially from scratch, with blueprint translations requiring touching-up and 
experimentation. 


Mechanics 

Organic but non-living objects can be grown in an egg at a rate of 2 hours per cost category 
of the item. Living things (such as morphs and animals) can be grown in an egg at a rate 
depending on their size: 1 year if small, 1.5 years if normal, 2 years if large. 


235: For a Few Name Brand Weapons More 


Open Source "Pipe Rifle" 
Pipe rifles are designed to be made from common materials (such as pipes) and do not 
require any nanotech or fabrication. With the right materials, a strong-enough synth can 
even make one by hand. Their simplicity of design also makes them unfailingly reliable, and 
virtually indestructible. Of course, there are significant drawbacks: the rifle can load only 
one shot at a time and the barrel and firing mechanism are both sub-par. Although the 
Planetary Consortium will occasionally seed memes promoting fear of pipe rifles and 
similar improvised weapons, relating them to fears of anarchist assassins, most of them are 
used by desperate criminals. 
Pipe Rifle [Trivial] DV: 2d10 + 6 DV Average: 16 AP: -6 Firing Modes: SS Ammo: 1 
Ranges: Short 0 - 100 Medium 101 - 200 Long 201 - 300 Extreme 301 - 400 


Go-Nin "ForeArm" 
Designed for discrete security, and probably for Go-Nin special agents and operatives, the 
ForeArm hides a rail smg inside a mundane prosthesis. The arm is opaque to most 
wavelengths, but if viewed with t-rays or x-rays a -30 perception check or relevant 
knowledge check can identify it as a weapon. When activated, the wrist straightens and 
locks and the hand splits between the index and middle fingers, revealing the end of the 
barrel from inside what was the palm. The gun is designed for situations of surprise or 
desperation, and must be partially disassembled to be reloaded. 

ForeArm [High] Treat as a rail smg. 


Direct Action "HMG-15" 
The HMG-15 is the descendant of an Indian National Arms product, designed to meet the 
threats of an ever-more mechanized battlefield. The railgun fires a heavy flechette, with 
superior armor-penetration at the cost of a mild reduction in damage potential and rate of 
fire. Direct Action picked up the patent during the Fall, and still mounts the guns in pairs on 
many of their vehicles. 
HMG-15 [High] DV: 2d10 + 6 DV Average: 16 AP: -15 Firing Modes: FA Ammo: 50 
Ranges: Short 0 - 200 Medium 101 - 500 Long 501 - 1200 Extreme 1201 - 2401 


254: Profession: fil Therapist 


Al therapist is something of a poetic misnomer. Of course, Als (as distinct from AGIs) do not 
develop emotional problems. Simple Als break hard, either realizing there is a problem and 
putting themselves on standby, or not, and carrying out meaningless tasks. More 
sophisticated Als break in more subtle ways, often not failing completely but carrying on 
actions that in the wrong contexts, or being unable to access any functions other than fuzzy 
logic, with unpredictable results. 


Als based actively learning neural networks or evolutionary algorithms often develop a few 
strange habits based on coincidences or i,properly optimized reward systems. AI therapists 
can expect to treat surveillance systems who have decided to mark every person wearing 
blue as a unique morph, automechs that just won't stop insulating, servitors that 
obsessively imitate the actions of their owners, and the occasional neurotic elevator. 


259: Phantom Morph Disorder 


Just as a phantom limb is the sensation of the presence of a missing limb, phantom morph 
disorder is the feeling that you are in a different body. The mind expects sensations and 
feedback that is no longer being provided, resulting in disorientation, alienation and 
phantom sensations. 


If the new body is similar to the old, phantom morph disorder is effectively impossible. If 
the morph is different enough, the disorder causes If the new body is very different, the 
disorder is at its worst. Victims can feel as if their old bodies are being forced into the shape 
of the new one, usually experienced as pain, a confused ability to control their morph, anda 
fearful dissociation from the morph. Fall refugees who, who grew up in and never resleeved 
from their birth bodies, having to sleeve into spare octomorphs, had to constantly fight 
against the conviction that their limbs had been split and their head moved into their torso. 


256: Monster Bash 


Monster Bash is a game, sports league and bloodsport. Players design animals and monsters 
and pit them against each other. Gambling is common, and several genehackers fund their 
work through a Monster Bash career. The matches take place in simulspace, but successful 
beasts in the realistic league are occasionally grown for real, as smart animals. 


Two informal leagues have emerged. A realistic league, using atomic-scale accurate 
simulspaces, and an unrealistic, allowing considerable leeway to designers. The realistic 
league is a brutal bloodsport, realistic enough that the simulated animal brains experience 
real pain. For this reason the realistic league is limited to Extropia, where it enjoys the 
patronage of smart animal developers looking to test or show off their newest creations. 
The unrealistic league is more popular and widespread, both because of the lack of ethical 
concerns, and because the league allows for fantastical, showy monsters with impossible 
powers. 


Anticipation is high for next week's showdown between the ferocious grace of Claudia 
Ambelina's mantis ballet and the brutal slapstick of Shiffer High Energy Laboratory's 
plasma toads. 


257: Philosophers 


They have no bodies, but occupy supercomputers and server banks built from and inside 
the cores of metallic asteroids. Connected by highly secure line-of-sight networks, they 
spend their time in deep contemplation, but about what is unknown. They keep themselves 
hidden as much as possible from the rest of transhumanity, and are not known to interact 
with anyone, even other exhumans. 


The pre-philosopher egos set forth simultaneously from locations across the system to 
isolated asteroids. From their synchronicity, it can be assumed that the philosophers are the 
continuation of a preexisting organization, but nothing substantial has ever been uncovered 
regarding its nature. Also mostly unknown is the exact nature of their minds, and how they 
avoid the pitfalls of seed Als and the exsurgent virus. The only reason Firewall has been able 
to learn about them at all is due to their recovery of a "dead" philosopher, which was 
bleeding random radio signals into space. 


Plot Hook: Firewall has be unable to discover what it is the philosophers are thinking about, 
but from what traffic analysis they have been able to do on philosopher transmissions, have 
reason to believe that they have come to a conclusion. Now more than ever it has become 
imperative for the nature of the philosophers to be discovered. 


158: Iles 


Robotic toys no more than a centimeter tall, ites are popular toys and active decor. 
Depending on their type, they will imitate different sorts of people, going about their lives 
and activities in whatever room they are activated. Urbanites imitate the inhabitants and 
vehicles of a city imagined out of the furniture of a room. Ninjites sneak around and ambush 
each other. Explorites engage in expeditions to far points of a room, or try to climb to tall 
heights. 


259: Disbelief 


Enhanced intelligence, without a period of reevaluation, results only in more sophisticated 
defenses of pre-held beliefs. In order to take full advantage of a cognitive upgrade, many 
argue, you must be willing to allow your newly intelligent self to come to new conclusions 
about the world. A spin-off from dissonance therapy (Entry 65), disbelief is a psychosurgical 
procedure inducing, as it sounds, a temporary lack of any strong beliefs. Even if the subject 
comes out of the period with the same worldview they entered it, they'll have gained a new 
perspective. 


Disbelief is also used by some organizations as a means of cult deprogramming or to 
counter virulent meme-sets. 


Mechanics 
Disbelief is a psychosurgical procedure. The effects of disbelief are temporary, with a half- 
life of 2 weeks. 


Timeframe: 1 day 
PM: 0 
SV: 1d10/2 


260: The Floating World 


Many autonomist habitats maintain a trollheim (see Farcast 78), a deliberately lawless zone 
acting as a pressure release for the habitat. The Go-Nin Group wanted to experiment with a 
similar idea, to balance the rigid hypercorp lifestyle they demand from their employees. One 
end of the O'Neil cylinder Tottori would become the "floating world", lawless, but regulated. 
The Go-Nin Group made a deal with the post-Fall remnants of the Sumiyoshi-kai yakuza 
family. The family would maintain only non-violent, victim-less crimes, and crack down on 
any exceptions and maintain their borders, and the Go-nin would receive a cut of any profits. 


The floating world is a great opportunity for anti-hypercorp activists and saboteurs. 
Autonomist agents take whatever opportunity they can to smuggle themselves into the 
floating world where they distribute autonomist memes or sneak out on missions of 
sabotage. The night cartel has established at least one darkcasting station, and have 
received many criminals and smugglers, and at least one Ultimate squad on an assassination 
contract against the Go-Nin. The Sumiyoshi-kai are not eager to bite the hand that feeds 
them, and suppress such activities when they can, but have been unable to eliminate them 
completely. At the same time, the businesses of the floating world have been growing 
gradually more profitable and popular. The balance of power on the habitat is slowly bu 
surely shifting in the Sumiyoshi-kai's favor. 


261: Sin Eater 


The sin eater is not a person, but a server. Most habitats in the solar system are small, below 
1,000 egos. One of the primary goals of a justice system must by necessity be the prevention 
of feuds and vendettas, which can easily become devastating in small, isolated communities. 
On habitats using sin eaters, the first measure of justice is compensation for injuries, often 
effectively blood money. In immortal transhuman societies, it is not easy to do someone 
truly permanent harm, and so some manner of repayment can usually be agreed upon. 


Once appropriate compensation has been made, everyone, including, of course, the parties 
involved, has their memories of the incident removed and stored in the sin eater. If no one 
has significant memories of a crime, if harm has been countered by compensation, than the 
crime might as well have not occurred, and peace is maintained. The sin eater, however, 
also acts as an archive, and memories can be retrieved if it becomes necessary. 


Plot Hook: Notorious criminal hackers the ID crew have been rebuffed one too many times 
by the scum ship Eric the Red. Eric the Red makes use of a sin eater, giving the ID crew an 
opportunity. In a single grand hack, they plan to retrieve all stored memories from the sin 
eater, and simultaneously restore them to their egos, causing chaos. Helping the ID crew 
could net a PC g-rep, helping stop them could earn @-rep. 


262: Bonsai 


Bonsai is an excellent art for an immortal. Dosed with their own strain of medichine, special 
breeds of tree will never die. Many intend to maintain a tree forever, taking records of its 
ever-shifting form, the display of which brings suddenly to mind who they were when it was 
that shape. 


Anything that grows has been used as a form of bonsai. Numerous types of plants have been 
experimented with, of course. Corals are popular on aquatic habitats. Living bones and 
antlers, carefully engineered for unlimited, shapeless growth, are bent and bound into 
complex sculptures. Certain crystals can be coaxed into growth with the right mineral bath, 
growing around certain materials and away from others in expressionist fractals. On Legba, 
even fetuses are manipulated, with careful surgeries to design their grown form. 


203: Dragon Flies 


Dragon flies (not to be confused with dragonflies, the insects or the morphs) are large 
insects engineered for a harassing role in combat. Their genetic stock comes primarily from 
dragonflies, with a significant contribution from bombardier beetles. Like the beetles, 
dragon flies can expel boiling liquid when in danger. The liquid does not come in large 
enough quantities to be fatal, but can be quite painful, especially if the flies have been 
trained to aim for the eyes. 


The form of a dragon fly is most similar to a dragonfly, with two pairs of wings on top of its 
legs, near a large head and backed by an elongated body providing stability. Unlike a 
dragonfly, it has a pair of unmoving wings at the tip of its tail, its body is sinuous, moving 
like a snake to augment its flight, and it is larger, about the size of a human hand. The larger 
body contains copious reservoirs of hydroquinone and hydrogen peroxide, which when 
mixed, undergo an exothermic reaction raising them rapidly to a boil. 


Mechanics 

Skills: Flight 60, Fray 50, Infiltration 30, Perception 50, Scrounging 40, Exotic Ranged 
Weapon: Spray 40 

Enhancements: Claws, Enhanced Hearing, Carapace Armor (11/11) 

Movement Rate: 4/40 

Attack: Spray, 1d10/2 DV 


264: Public Access Memory 


Their ability to share experience can make or break a community. Done well and any 
mistake will only be made once, done poorly and you might as well be alone. Opening up 
your memory to public access provides your community allows them to take the best advice 
you could give. The implant, hooking to both your mesh inserts and memory centers, 
creates a peer-to-peer network of experience. 


Public access memories present themselves first as associations. A user can query the 
network with whatever is on their mind, and if the item is recognized, receive aggregate 
associations from all other users. Asking about a restaurant can give a sense of other users’ 
experiences, as well as anything significant that may have happened there. Asking about an 
event can give other users’ perspectives on and memories of that event. The implant is 
limited by mesh access: a database of memory would have prohibitive requirements, so 
queries are sent to any other users within range. 


Mechanics 
Public access memory is cyberware [Low] 


205: The Good, the Bad, and the Name Brand Weapons 


Open Source "Rosie" 
Rosies were never designed, but born of desperation. The first was created as part of a 
desperate fight for survival against an exsurgent monster aboard an Earth-Moon shuttle 
during the Fall, and . Rosies are made from heavy rivet guns, with a linear motor attached to 
the end. Rivets fired by the gun are further accelerated by the linear motor, up to 
ballistically useful velocities. 

Rosie [Low] DV: 2d10 + 6 DV Average: 17 AP: -7 Firing Modes: SS Ammo: 1 

Ranges: Short 0 - 15 Medium 16 - 50 Long 51 - 90 Extreme 91 - 120 


Improvised "Electrochucks" 
Wielding one electrode in each hand, an arc welder can be turned into a deadly, if awkward 
weapon. Almost as dangerous to wield as it is to fall victim to, electrochucks are used in 
gladiatorial entertainment or desperation. With capacitors on a belt or in a backpack, 
simultaneously touching both electrodes to a target causes a massive flow of electricity, 
often fatal, as well as severe electrical burns. 

Electrochucks [Low] DV: 4d10 DV + Shock Average: 21 AP: 0 Ammo: 1 


Omnicor "Sprinkler" 
Research into industrial tools, high-energy physics and materials science often suggests 
weaponized spin-offs. Omnicor is an energy and materials-science oriented company, and 
has no established arms division, usually selling these ideas to companies like Direct Action 
or Gorgon Limited. One of the few exceptions is the sprinkler, a design that was simple and 
cheap enough to be worth manufacturing themselves. The sprinkler holds lead, heated just 
enough to be a liquid, which is then sprayed through a powerful electromagnetic field which 
accelerates and further heats the stream. 

Sprinkler [Moderate] DV: * Average: * AP: * Firing Modes: SA Ammo: 20 

Ranges: Short 0 - 5 Medium 6 - 15 Long 16 - 30 Extreme 31 - 50 

*As liquid thermite. 


266: Endomorph 


As losses mounted, and infugees poured from Earth, some habitats found themselves with 
too few bodies, but extra exoskeletons with no one to pilot them. Roboticist Rowan Sun 
came up with a design for a morph using the extra exosuits and only the minimum of synth 
parts: cyberbrain, mesh inserts, and cortical stack. 


A typical endomorph keeps the cyberbrain in the torso, on top of its power supply and next 
to the mesh inserts. Structural reinforcement and brain-suit interfaces are run through the 
rest of the suit, and the remaining volume filled with foam for weight and extra protection. 


Endo-morphs are becoming popular among armed forces. More and more, biomorphs are 
showing their limitations in combat, and synths dominate. Endomorphs allow a military to 
gain the advantages of synths, recycle battlesuits, and stay within limited budgets. 
Endomoprhs can have a psychological advantage in close combat, as their empty helmets 
can make them seem almost ghost-like. 


Mechanics 
Endomorphs are synthmorphs. 


Enhancements: Basic Mesh Inserts, Cortical Stack, Cyberbrain, Mnemonic Augmentation 
Aptitude Maximum: 30 

Durability: 30 

Wound Threshold: 6 

Advantages: Suited* 

CP Cost: 

Credit Cost: Moderate + Cost of suit 


*Endomorphs are built into exoskeletons, and gain whatever bonuses the suit normally 
provides. 


267: Survivor s Yeast 


Survivor's yeast (actually an entire ecosystem of microorganisms) can metabolize any 
mixture of organic material and water into an edible, if unpalatable slurry. On Earth, almost 
all types of dirt could be rendered into food, and so the stuff, stored as freeze-dried packets 
of powder, could be found in emergency kits, soldiers packs and survivalist bunkers. There 
is little that the yeast can metabolize in the rest of the solar system, but it is still sometimes 
used by the poor and desperate to eat a maker's feedstock without a maker. 


268: Runoff 


Makers, wet nanotech, and numerous common pieces of biotech are clean and efficient, but 
not perfectly so. A buildup of grey water, improperly folded proteins, and loose nutrients 
must regularly be drained. This can be automatically recycled, but some people have started 
collecting it in buckets for informal drinking contests. Contestants must have medichines to 
avoid food poisoning, toxic buildups and other complications, but generally, no augments 
are allowed that would disguise the taste! 


209: The Posthuman Relationships 


The Posthuman Relationships is a book written by Ultimate philosopher Ganbaatar and 
subsequently released onto the mesh as an open-source project. Ganbaatar predicts that 
transhumanity will be splitting into subgroups (Entry 197), becoming very different kinds 
of posthumans as each pursues their own methods of transcendence, or is left behind. The 
Posthuman Relationships were written to help maintain peace in those times, designed first 
to promote peace, allowing for violence only as a last resort of self-defense, and mutual 
coherence. 


Inspired by the Five Bonds of Confucianism, Ganbaatar identified basic types of 
relationships and how they could be maintained even between very different beings. A 
formal system is more likely to be understood by many types of minds than what seems 
natural and intuitive to only one. 


Employer and Employee: The most straightforward relationship. Recommendations are 
for a formal contract, thoroughly negotiated so as to ensure a fair deal, with each party 
understanding their obligations. If this can be accomplished, all that must be done is abide 
by the contract. If this cannot be done, no contract can be valid, and inaction is advised. 


Governor and Governed: Ganbaatar defines these relationships as those in which one 
party has voluntarily ceded a degree of autonomy to another. Like between employers and 
employees, a written contract is recommended, explicitly outlining the power the governor 
is to attain over the governed, and what duties or responsibilities will follow. Both parties 
have the right to withdraw from the relationship at any time, with the governed having the 
right to resist even with violence if their autonomy is not respected. 


Progenitor and Progeny: These are relationships such as parents and their children, 
originals and their forks, scientists and uplifts. Creators have a duty to take care of their 
created. Whatever potential they have for intelligence, education, or skill should be 
explored. The created have the right to assert their independence, with the understanding 
that this ends the responsibilities of the creator. 


Transcended and Not: Relations between those who are so far beyond each other, so 
different that mutual comprehension is impossible or unreliable, particularly when one 
party has significantly greater intelligence or capabilities than the other. In these cases, it is 
the duty of the transcendent party to respect the autonomy of the simpler party, only 
interfering if requested to do so. 


270: N-Prize 


Behind some of transhumanity's most important technological developments, from the 
early days of commercial spacecraft to current post-singularity solutions to post-Fall 
problems, has been the X-Prize Foundation. They can claim partial responsibility for, among 
other things, medichines, the uplifting of octopuses, and the first smart animals. 


Currently the foundation maintains 5 active contests. Most prominent is a 25 million credit 
reward for a biomorph that is economically competitive with cases, to address the infugee 
crisis. Most controversial is a 10 million credit reward for an AI with "beyond AGI 
capabilities” that considers itself a member of the transhuman family and maintains 
"indefinite psychological stability". Other prizes are for a morph capable of functioning on 
both the surface of Venus and in the vacuum of space, a nanoswarm capable of switching 
between multiple functions, and an edible plant that can live on the surface of Mars. 


The foundation currently operates out of Titan. Hypercorps will occasionally contribute to 
prizes or form teams for the publicity, but the greatest amount of participation is from 
autonomists. 


Plot Hook: Outlines for the safe AI prize are uncomfortably close to describing the 
Prometheans, and some of the teams attempting to claim the prize are becoming 
uncomfortably ambitious. Firewall will required detailed information on each team, what 
exactly they are doing, and who put up the money for that prize. 


24l: Sensales 


Exhumans often specialize in their attempts to explore alternatives to humanity. Sensates 
are those who have become fascinated with the sense, creating the broadest possible 
sensory experience (see Entry 231), extremely specialized forms of sensing, or edging as 
close as possible to total sensory deprivation while still functioning in everyday life. 
Psychosurgery is not the only or best means of mind alteration, they say, spending a year 
trying to recognize faces with only x-rays will alter your brains deep structures even more 
thoroughly. 


Among the sensates are also the few exhuman artists, or at least that is the equivalent match 
an outsider can make. Works such as the almost-fractals of the sculptor Emmeram and the 
frozen extinction events of Unfortunate Garden have become famous among transhumanity, 
not least because of the questions that surround them. 


772: Mars Wagon 


Made obsolescent by new buggy designs, but too indestructible to die out quickly, Mars 
wagons have been present for almost as long as Mars has been a permanent colony. Their 
design is simple and robust, virtually fail-proof but nonetheless possessing strong self- 
repair capabilities in the form of a dedicated repair hive. magrails will get there smoothly, 
rocket buggies get there faster, but a wagon always gets there. 


Nomadic rednecks attach special habitat trailers to their wagons and live on the road, 
pulling two more cargo trailers behind them to form road trains. Often they travel in 
convoys, for mutual protection, and are not usually averse to some casual smuggling. 
Barsoomians also use wagons, indistinguishable from commercial trucks, to smuggle people 
and heavy weapons. 


Wagons use an older, tougher, but less efficient model of smart wheel, allowing for speeds 
of 90 kph on roads, 65 kph on relatively flat terrain, and up to 40 kph on jagged and rocky 
terrain. The cab seats 6, or 2 plus 2 cots and a maker. The life support system of the cab can 
provide a breathable atmosphere for six people for 64 hours. The heavier and more 
sophisticated gear used by habitat trailers can work indefinitely, however, provided it is 
supplied with a kilogram of water-ice per person per week. 


Mechanics 
Mars Wagons are vehicles [High] 


Passenger Capacity 6 Handling - Movement Rate 6/24 Max 
Velocity 40/70/100 Armor30/20 Durability 180 Wound Threshold 36 


273: Babysitter 


There have probably been feral children throughout human history. Our increasingly heavy 
surveillance and data-gathering has made them virtually impossible, but in the chaos of the 
Fall, many children were lost, abandoned, or became the sole survivors of their families. 
They were still not entirely alone: they had their muses. 


Socially, children raised by their muses are not entirely dysfunctional, but do struggle in 
many ways. They speak well, although almost always formally, with no slang or common 
verbal shortcuts. They do not use greetings, usually do not address people by name, and 
tend to expect others to respond at a moment's notice, just as their muse does. Overall, they 
give the impression that they do not view other people as real people. 


A muse will provide its ward with the best education it can, but the results are inevitably 
spotty. Many feral children must scavenge to survive, and develop hands-on technology 
skills, which may be improved if they are lucky enough to possess a muse with technology 
skills of its own. While they lack social skills, most muses are experts or better in 
psychology, and pass on as much of that knowledge as they can. Many also become 
multilingual. Any subjects the muse does not know about will be a hole in the child's 
education. 


Plot Hook: The PCs are part of a crew salvaging a ship that is supposed to abandoned. 


Notes 
Inspired by the short story The Island by Peter Watts. 


244: Tom 


Tom was born in Ohio, destined for an average middle-class life on Earth. His parents were 
traditional enough to forgo genefixing and backups. Although they were worried about 
what the effect of an AI companion could be on a young mind, utility of a muse could not be 
denied and so they purchased one for their son. 


When he was 4 Tom and his family successfully evacuated Earth on the Kilimanjaro 
beanstalk, and after several months quarantine in orbit, used their remaining savings to buy 
passage on station cycling between Earth and Mars. During the second week of the trip, the 
cortical stacks of all onboard were devoured by a virulent nutcracker swarm and the 
engines were damaged. Without full acceleration the ship took 9 years to reach Mars, by 
which time Tom was 13 and had been alone for 8 years. 


Tom survived first through luck, then through he advice of his muse, and finally through 
skill. The ship had been supplied for several hundred people, and there was more than 
enough feedstock for fabbers and makers for one boy. His muse taught him to do basic 
repairs, history, psychology and Cantonese. As he approaches Mars the ship's damaged 
communications equipment has come in range of strong mesh signals. Tom currently 
spends most of his time studying the rest of transhumanity, and is fascinated by celebrity 
gossip. He is debating whether to make contact or to hide. 


Mechanics 
Morph: Flat 


Motivations: +Survival, +Education 


COG 10 COO 15 INT 15 REF 15 SAV 10 SOM 10 WIL 20 
MOX - INIT 6 SPD 2 LUC 40 TT 8 IR 80 DUR 30 WT 6 DR 45 


Active Skills: Clubs 55, Fray 45, Hardware: Electronics 50, Infiltration 40, Palming 35, 
Perception 50, Research 40, Scrounging 63, Unarmed Combat 50 


Knowledge Skills: Academics: History 40, Academics: Psychology 50, Art: Sculpture 55, 
Interest: Celebrity Gossip 40, Interest: History 50, Language: Cantonese 55, Language: 
English (native) 85, Profession: Scavenging 80 


275: Carnifruil 


Sunrise is home to the planimals, a form of life similar to both the plants and animals of 
Earth. Planimals are mobile, although slow, and some species (carniflora) have evolved to 
take on the role of herbivore-predators. A few species, instead of hunting, catch their prey 
with traps, much like the carnivorous plants of Earth. They also grow fruit, not for seed 
dispersal, but as bait. Having evolved to tempt even prey aware of the trap, "carnifruit", with 
a little engineering for human tastebuds and biochemistry, are a fantastic addition to the 
transhuman pantry. 


210: Contingency Simulations 


Transhumanity's understanding of humanity is virtually complete. From cells to societies, 
every aspect has its model. No single person can contain all of this knowledge at once, but 
the information is there for reference. Of course, transhumanity itself, by its nature, is in 
rapid flux, and a complete self-understanding is forever just over the horizon. 


Most of this knowledge is directly useful, forming the foundations of transhuman tech from 
medichines to psychosurgery. One of the less practical but more popular areas of this 
research is in alternate-histories and counterfactuals, simulating Earth at points in history, 
making changes, and seeing what differs. 


Of course, simulating the entire Earth with inhabitants even remotely approaching 

sentience is beyond the greatest of transhumanity's supercomputers. Adding to the problem, 
contingency simulations are typically run at accelerations of x10 or more. The simulations 
are therefore fundamentally statistical, populations existing only as elements of its 

economic and sociological models. 


Contingency simulations receive grants for everything from sociological research, historical 
research, as well as refinement of models and simulations, but most of their funding is 
donated by individuals, who use the simulations for entertainment, inspiration, or just 
something interesting to learn about. Some of the more interesting alternative histories 
have also been licensed for entertainment, such as the Shattered Continents series of 
wargames based around worst-case scenarios, or High Impact Capitalism! competitive 
economic game based on a world without Karl Marx. 


Zit: Mementos 


The continuity of a morph from ego to ego can be an awkward subject. Most people try not 
to think about the fact that their body was part of other people's lives, and morph brokers 

generally try to return their product to a "neutral" status. Nanotats can be reset, the minor 
and even major injuries of life can be healed without scars, and distinctive features can be 

altered. 


Others embrace the fact that they are neither the first nor last inhabitant of a body. They 
become fascinated by its past, and like to be able to display a sense of its history. Often they 
will leave mementos for each other: distinctive accessories, tattoo or scar designs, 
psychosurgeried habits, or other small items that tell the story of the morph. 


Plot Hook: When one of the PCs resleeves, the new morph comes with a set of mementos in 
a public storage locker. In addition to a necklace of polished teeth, a antique bullet casing, 
patterns for a gunshot scar, and an old hat, the locker contains an item of importance to the 
character. It seems they may have been sleeved into this morph once before, but they have 
no memory of it. 


278: Ablative Beelles 


Plate beetles (actually engineered primarily from ticks) are large saucer-shaped arachnids 
with massive carapaces and very little else. They are limbless and immobile, consisting ofa 
hypostome for sucking blood and a pocket of tissue feeding on that blood and maintaining 
their exoskeleton, which makes up over 90% of their mass. Placed on bare skin, a plate 
beetle will anchor itself (usually with the aid of non-toxic glue) and begin sucking blood. 
Attached, the beetles act as a form of ablative plate, absorbing damage. 


Mechanics 
Plate beetles are armor [Low] 


They provide 6/6 armor, reduced by 1/1 for each hit. 


279: Forgel-Me-Nots 


"Forget-me-not" is perhaps the worst thing they could have been named, for the opposite is 
true. Something about forget-me-nots refuses to stick in the mind. While one is standing in 
front of you, it will remain in your mind. Once it disappears, not just its appearance but its 
very existence can be remember only through conscious will. Nothing about them will be 
maintained by short or long term memory. Physically they are human, but with too-long 
limbs, emaciated builds and large, pale eyes. 


Forget-me-nots usually avoid conflict, running from any confrontation, hiding, and waiting 
for their pursuers to forget and give up. They act as saboteurs, using corrosive spit to 
destroy equipment. Even if cornered they will not fight back, and have been known to break 
their own bones in attempts to crawl away through small holes. When killed they explode 
with corrosive juice, equivalent to a mini splash grenade filled with scrappers gel. 


Forget-me-nots do not affect all types of minds equally. Humans and neo-hominids are 
effected fully. Neo-avians are partially affected, with forget-me-nots being rejected by long- 
term but not short-term memory. Neo-octopuses are not affected. AGIs are affected 
according to how closely modeled on humans they are. An eidetic memory is still affected. 
Recordings and mnemonic augmentations can successfully capture images of them, but 
those images have the same forgetfulness effect as the creature. 


Mechanics 
COG 10 COO 20 INT 10 REF 20 SAV 10 SOM 5 WIL 20 
INIT 6 SPD 2 DUR 30 WT 6 DR 60 LUC 40 TT 8 IR 80 


Skills: Climbing 30, Fray 30, Freerunning 50, Infiltration 50, Perception 30 
Enhancements: Bioweave (Heavy), Neurachem (Level 1, Grip Pads 
Movement Rate: 4/30 

Armor: 3/4 


Once a character is no longer in direct contact with a forget-me-not, they must make a 
successful WILx3 check once per round to remember it. Neo-avians make this check once 
per minute. 


Upon death, forget-me-nots explode with corrosive juice, equivalent to a mini splash 
grenade filled with scrappers gel 


280: Remnant Gardens 


Transhumanity has little in the way of funerals. The death of a body is no longer the death of 
a person, and usually dead morphs are broken down and recycled. A certain fascination 
with death and corpses remains in the psyche, however, which usually finds its way to the 
surface as art. 


Remnant gardens are grown on and from a body. Each piece consists of its own specially 
engineered organisms, but generally use fungi, lichen, mosses, and minute insects. The pose 
of the corpse, the color and structure of the flora and the activity of the fauna are all crafted 
to achieve a deliberate effect, whether of false life, slow trophic collapse, or colorful patterns. 
Typically the they slowly decay inside clear containers shaped like coffins or sarcophogi. 


Famous pieces include Oasis: a female Splicer standing, arms crossed, in a clear sarcophagus, 
with fungus growing outwards in red balconies and a colony of miniaturized ants inhabiting 
the skull, as well as Sons and Daughters: a collection of neotenics in fetal positions slowly 
decomposing into moss covered hillocks under a transparent floor. 


28l: Calopia 


Catopia is a popular simulspace in which users become cats in a suburban old-Earth 
landscape. There is no given goal, system of points, or even verbal or text-based ways to 
communicate with other players. Users often play hide and seek, tag, attempt new kinds of 
acrobatics, or explore as they please. 


The setting is a series of small towns and villages in rural locations that could have existed 
almost anywhere on Earth. The presence of humans is implied by the distant sounds of 
vehicles, music playing from open windows, and the sounds of conversation from closed 
interiors, but none are actually present and the land belongs to the cats. 


Variants using dogs, birds, rodents, monkeys and even spiders exist, but have not gained the 
viral popularity of Catopia. 


182: Cyclopses 


Early in the late stages of the Fall, the cyclopes was the foot soldiers of the TITANs. The 
cyclopes were the closest thing the TITANs fielded to a conventional army, using our 
abandoned and captured military equipment against us. 


Cyclopes get their name from the large wide-angle lens that serves as their face, but they are 
otherwise human in shape and size. Having been made to mimic the human form allowed 
them to navigate human environments, use human weapons, and drive human vehicles. 
Cyclopes drove armored vehicles, wore human exosuits, and even piloted aircraft. 


Cyclopes can still be found patrolling the TQZ. They rarely have the chance to capture 
military equipment, but can often be found using the gear of zone stalkers, acting as small 
squads. 


Mechanics 
Cyclops are robots [-] 


Movement Rate: 4/20 Max Velocity: 20 Armor: 14/12 Durability: 40 Wound 
Threshold: 8Mobility System: Walker 
Enhancements: Access Jacks, Enhanced Vision, Light Combat Armor 


A cyclops AI typically has the following skills: Beam Weapons 50, Fray 50, Infiltration 30, 
Infosec 40, Kinetic Weapons 50, Perception 50, Pilot (All) 40, Seeker Weapons 50, Spray 
Weapons 50, Unarmed Combat 50 


183: Wisps 


Unearthly, glowing forms float smoothly through the walls of the station. Everyone present 
sees them, yet they never appear on images or footage watched after-the-fact. Their drifting 
is almost random, but they draw closer and closer to brains and cyberbrains. If allowed to 
come close enough, they will fly into a head and curl up inside. 


Wisps seem to exists only in the minds of those who perceive them, suggesting a 
hallucination, yet ghosts is consistent between multiple viewers, suggesting some degree of 
reality. The exact nature of ghosts has proven difficult to pin down. The leading hypothesis 
is that they are a form of memetic virus or asynch mind-attack, but the examination of 
victims has been unable to find any of the usual traces of aggressive memetics. The other 
hypothesis is that they represent some new form matter, but this has been impossible to 
substantiate. 


Every wisp is unique in appearance. Generally, however, they resemble the translucent, 
glowing skeletons or exoskeletons of alien beings. 


Mechanics 

Wisps do not interact with matter, and can pass at will through any barrier. Their slow 
speed and roundabout movement pattern means they approach characters with an effective 
speed of 1/10. 


If a wisp enters a characters head they suffer no apparent ill effects, but the wisp "marks" 
them for exsurgents. Exsurgents will not attack that character unless attacked first, but will 
attempt to infect them with their strain of the virus. 


28L: Cybernetic Jewelry 


Mesh inserts offer unparalleled convenience and immediacy, but even significant 
advantages in those areas don't always seem worth it when neurosurgery is required. Their 
function can be replicated with worn accessories: ectos replicate their most important 
functions, and can be combined glasses and earbuds for AR, and medical monitor bracelets. 
Among bioconservatives who forgo even implants, it has become fashionable to disguise 
these items as jewelry. Biomonitors often take the form of necklaces, arm-bands or 
bracelets. Earbuds can be built into earrings or ear cuffs. Glasses are fashionable despite 
everyone's perfect eyesight, and contact lenses with unusual colors and patterns are also 
popular. 


285: Shrikes 


Shrikes were a small bird on Earth, now extinct. They were notable for their practice of 
impaling prey on thorns so they can be easily torn apart. That is why, despite the fact that it 
looks nothing like a bird, these exsurgents have that name. 


Shrikes don't look like predators. Loose, flabby skin hangs from thin limbs and a distended 
torso. They are almost pathetically weak, unable to kill their prey on their own. Their 
method of hunting is to attack from ambush, spraying solitary biomorphs with their sticky, 
glue-like spit. Once their prey is immobile, they take the opportunity to take bites from the 
still-living victim. If disturbed, they will flee, but if left undisturbed victims can live for days 
while being eaten one bite at a time. 


Mechanics 
COG 5 COO 15 INT 15 REF 15 SAV 5 SOM 5 WIL 10 
INIT 6 SPD 1 DUR 30 WT 6 DR 60 LUC 20 TT 4 IR 40 


Skills: Climbing 30, Exotic Ranged Weapon [Glue Spit*] 50, Fray 30, Infiltration 50, 
Perception 30 

Enhancements: Bioweave (Heavy) 

Movement Rate: 4/20 

Attack: Glue Spit* 

Armor: 3/4 

*As a freezer. 


286: The Society for the Prevention of Childhood 


The Society for the Prevention of Childhood is exactly what it says it is. A loose network of 
people who have come to the conclusion that reproduction via children (as opposed to 
forking, AGIs, or other transhuman options) is unethical, immoral, impractical, or otherwise 
inadvisable. Although they have a cause in common, their reasoning is not always the same. 


The Lost generation sits in the backs of everyone's minds, and some learn a more extreme 
lesson from that failure than others. One of the most common views is that reproduction is 
irresponsible and unethical during the infugee crisis. There are still tens of millions without 
bodies; choosing to have physical children is taking biomass and exowomb time from them, 
and the only other options is to follow in the footsteps of the Lost. As much as one might 
want a child, the needs of the extant outweigh the needs of the potential. 


Another view is that the combination of children with transhuman tech is too dangerous. 
Some, especially older, established individuals, worry about the precociousness problem 
(Entry 92). Children engineered, raised, educated and well accustomed to post-singularity 
technology will likely surpass their parents, forming a generational singularity. 


For a few members, childhood is itself bad. To them, childhood is inevitably a traumatizing 
experience and many people will spend decades learning to become healthy adults. This 
view is usually held by people who have themselves had traumatic childhoods, often related 
to the Fall. 


Neoprimitive members argue that humans are not adapted to the future, and children 
doubly so. Similar to the view that childhood is traumatic, and opposite from the view that 
our children will surpass and supplant us, some neoprimitives believe that childbirth is the 
cruel thrusting of a being into a hopelessly alien world. Neoprimitives are rare, and this 
view is rare among them, so only a few are members. 


187: Collectors 


Collectors look like skeletal synthmorphs, with no casing and minimal structural support. 
They are usually draped in a string of captured cyberbrains, always on the verge of 
overheating as they engage in feverish thought. 


Collectors connect themselves to collected cyberbrains for an unknown purpose. Each new 
cyberbrain will be connected to the last, forming a string. An accomplished collector may 
have built a string of dozens of cyberbrains. It will wrap them around its neck like a 
necklace, then around the torso until reaching the waist, at which point any that remain will 
trail behind it. It is difficult to shoot a collector without hitting a captured brain. 


Captured cyberbrains can be recovered but the egos are inevitable significantly traumatized. 
Their memories of their time connected are vague at best: most only retain a sense of 
intense concentration and rapid streams of thought. 


Collectors are utterly incapable in melee, but can use any ranged weapon they find. Because 
collectors collect cyberbrains, they interested only in synths and pods. They will avoid 
biomorphs when possible. 


Mechanics 
COG 30 COO 15 INT 15 REF 20 SAV 10 SOM 10 WIL 30 
INIT 7 SPD 2 DUR 30 WT 6 DR 60 LUC 60 TT 12 IR 120 


Skills: Beam Weapons 50, Fray 30, Infiltration 30, Infosec 60, Kinetic Weapons 50, 
Perception 50, Psychosurgery 60, Seeker Weapons 50, Spray Weapons 50 
Enhancements: 360° Vision, Enhanced Perception, Reflex Boosters, Mental Speed 
Movement Rate: 4/40 

Armor: 8/8 


Captured egos take 1d10x2 SV, and may become asynchs at the GM's discretion. 


Plot Hook: A collector was recently taken down on Mercury, and one of its victims appears 
to have retained the contents of some of its thoughts. Unfortunately he is deeply 
traumatized, mentally unstable, and has been snatched up by Ozma. Firewall would prefer if 
he were in their custody. 


288: Archilect Ants 


An experiment in emergent behavior and programming, designed to autonomously create 
cave-complexes suited for transhuman life, architect ants were the brainchild of precocious 
roboticist Gi Young. During the Fall Young was killed, his startup company dispersed, and 
control of the ants lost. 


Since the Fall the ants have been doing what they were made to do; tunneling out organic 
cavern systems suitable for transhuman habitation. The ants are no longer produced and 
cannot produce more of themselves, but were designed to be virtually indestructible and 
energy efficient. 


The ants do not create from pre-made plans, but, just like real ants, from a simple set of 
rules resulting in the construction of cave systems. The largest complexes exist within the 
TITAN Quarantine Zone, although many can still be found near the borders. There are also a 
few complexes, fully inhabited, on Luna. These complexes consist of smoothly curved, 
circular tunnels interspersed with hemispherical domes of various sizes. 


The ants themselves are one meter long, with an ant-like body, tool-mandibles, colored 
yellow and black. 


Mechanics 
Architect ants can be treated as walking automechs. 


289: Pulse Gun 


The gun produces a brief but intense broad-spectrum electromagnetic pulse, powerful 
enough even to cause burns on flesh in addition to the usual electronic havoc. Very little 
transhuman tech is actually vulnerable to EMPs, but radio signals and nanobots are 
inherently open to these attacks. The pulse is focused into a tight 10° arc in front of the 
weapon, with the power of the pulse falling off according to the inverse-square law. 


Pulse guns are banned in many habitats due to their special capacity for indiscriminate 
destruction of people and equipment. They also have an unfortunate tendency to burn 
themselves out with their own pulse. 


Mechanics 
Pulse guns are wielded with the Spray Weapons skill. 


Pulse Gun [High] DV: * Average: * AP: * Firing Modes: SS Ammo: 1 
Ranges: Short 0 - 10 Medium 11 - 30 Long 31 - 70 Extreme 71 - 150 


*Effect depends on range. At extreme ranges the pulse disrupts radio signals. At long ranges 
the pulse also does 2d10 + 5 damage against nanoswarms, and inflicts a -10 modifier to all 
tests. At medium ranges it acts as a microwave agonizer. At short ranges it acts as a 
microwave agonizer set to roast. 


On a critical failure, the pulse gun has burned itself out. 


290: Rise and Shine 


Rise and Shine! is a consumer brand of designer amphetamine. The drug locks the brain into 
a state of awake alertness, with a small secondary effect of easy focus. The drug has been 
carefully designed and has no negative side-effects, but sustained use will inevitably disrupt 
sleep patterns. The length of time spent awake can be lengthened by taking doses in 
sequence, but the mental effects of sleep deprivation will begin to appear even if the user 
does not feel tired, up to and including dream-like hallucinations. 


Operating heavy equipment while on Rise and Shine! is discourage as users usually fall 
asleep within seconds of the drug wearing off. 


Mechanics 
Rise and Shine! is a chemical drug [Trivial] 


Type: Chem Application: O Duration: (72 - SOM) hours Addiction 
Modifier: +10Addiction Type: Mental 


251: Asshole Geese 


Geese have been used as watchdogs throughout history, being both territorial and loud. 
Asshole geese are genetically engineered to excel in this role. They are smaller than their 
natural forebears, yet louder. They cannot be hacked, seem to have no fear, and are never 
expected. 


Their biggest problem is their inability to discriminate between threats, trespassers and 
distractions. A great deal of research into the minds of geese has been done trying to solve 
this problem, but only minor improvements have been possible. An asshole goose will begin 
hissing at and attacking anyone it doesn't recognize, as well as any other animals, uplifts, 
synths and robots. 


It is common for bold colors to be engineered into their plumage, most often often blue and 
red in addition to the more natural black or white. 


Mechanics 
Asshole geese are smart animals [Low] 


COG 5 COO 20 INT 15 REF 20 SAV 5 SOM 10 WIL 10 
INIT 7 SPD 1 DUR 15 WT 3 DR 23 LUC 23 TT 4 IR 40 


Skills: Freerunning 50, Fray 30, Infiltration 30, Perception 60, Unarmed Combat 30 
Enhancements: Enhanced Vision, Enhanced Hearing 
Movement Rate: 4/40 


292: Designer Qualia 


Research into sensation never fails to draw funding from the entertainment and casual 
transhuman hedonism industries, so it is perhaps surprising that the field's holy grail, full 
manipulation, took so long to achieve. The necessary psychosurgical techniques have 
proved almost as difficult to perform as they were to develop. Combined with high demand, 
price for These procedures runs high. 


The most common tweaks are based around pain and pleasure. Soldiers often choose to 
have their sense of pain minimized, maintaining it for safety but at a merely uncomfortable 
level. Hedonists experiment by swapping feelings between stimuli, or experiencing the 
formally unpleasant as pleasurable. 


Mechanics 
Designer qualia are installed as a psychosurgical procedure [High]. 


Timeframe: 1 week 
PM: -10 
SV: 1d10/2 


Designer qualia can have many in-game effects, such as granting either level of the High 
Pain Tolerance trait. 


293: Moochers 


Throughout the system, in both the old and new economies, mooching is one of the most 
frightening crimes that can occur. Moochers are parasites, implanting themselves into 
people's lives for as long as possible to and feeding on their resources, and most terrible of 
all is you can't ever be sure when its happening. 


There are two methods. By far the most common is to take the place of someone who 
actually exists, usually a reasonably distant relative. The usual method is to create 
apredictive profile (Entry 73), use that as the basis for psychosurgery turning yourself into 
a reasonable imitator, and either discretely assassinate them or arrange for them to be out 
of contact, then step into their place. 


The much more difficult method is to create a relation out of whole cloth. This requires 
creating a fake identity and supporting evidence such as social networking, and 
psychosurgically implanting the appropriate memories into the target and usually many 
others. Creation of an identity capable of fooling someone while maintaining a false 
relationship is a very difficult piece of forgery. No public proof exists of this having ever 
been done, but rumors abound that such and such person is completely fake, created by 
Anarchist/Consortium/Jovian agents. 


The extent to which these crimes actually exist is debatable. Their very nature means it is 
difficult to determine when one is occurring, and often when one has occurred. There have 
been only eleven proven cases, none of which lasted longer than two weeks. The social 
networked, sousveillance societies of modern transhumanity make it a virtually impossible 
crime in most places. 


Plot Hook: One of the PCs has an old friend. At least, they have memories of them being a 
friend, videos, photographs, chat logs and mutual friends, but what does that prove, really? 


29L: The ENS Lr. Tannhauser-shen of Crele 


The EXS Dr. Tannhauser-Shen of Crete is a spacecraft with no captain or crew. Custom built 
for one owner-operator, the craft is a morph as much as a ship. It is occupied by Dr. 
Tannhauser-Shen, the AGI resulting from the experimental merge of professors Tannhauser 
and Shen. The two have since had a falling-out, with Tannhauser remaining on Mars and 
Shen emigrating to Titan. Tannhauser-Shen was built for the ship, and the ship for 
Tannhauser-Shen, and the two have been one and the same since their union. 


Registered out of Extropia, EXS Dr. Tannhauser-Shen of Crete is constantly on the move, 
taking on jobs requiring fast couriers and doing some smuggling on the side. Tannhauser- 
Shen will take almost any job for sufficient compensation, or if the job provides a smuggling 
opportunity. Firewall has occasionally made use of its services, as while it is not a member, 
its discretion and speed are unmatched. 


Even now, a not only automated but inhabited ship can be off-putting for some passengers, 
so Tannhasuer-Shen has made it a habit to talk to itself, describing what it is doing so 
passengers feel up-to-date and are not surprised by any maintenance armatures. Otherwise, 
it is reclusive, communicating with most of the rest of transhumanity only through 
negotiations and contracts. 


"of Crete" does not mean anything as far as anyone can tell. It is probable that Tannhauser- 
Shen gave itself that name for added gravitas. 


Mechanics 

Morph: * 

Motivations: 

COG 20 COO 15 INT 10 REF 20 SAV 15 SOM 15 WIL 15 

MOX - INIT 7 SPD 2 LUC 30 TT 6 IR 60 DUR * WT * DR* 

Active Skills: Flight 45, Free Fall 40, Hardware: Aerospace 50, Hardware: Electronics 60, 
Hardware: Robotics 75, Infosec 60, Interfacing 80, Kinesics 45, Networking: Autonomists 
55, Networking: Hypercorps 55, Persuasion 63, Pilot: Spacecraft 75, Programming 65, 
Research 50 

Knowledge Skills: Academics: Astrophysics 60, Academics: Economics 60, Art: 
Architecture 40, Interest: Black Markets 50, Interest; Cutting-Edge Technology 60, 
Language: English (native) 80, Profession: Asteroid Prospecting 50, Profession: Smuggling 
65, Profession: Spacecraft Systems 60 

Reputation: @-rep 50 

Implants: * 

*EXS Dr. Tannhasuer-Shen of Crete embodies a ship, not a morph. Ships do not have stats, so 
some are missing and others, such as physical attributes, are given only for the purpose of 
resleeving. 


295: Bad Can 


Shortstop was a classic O'Neill Cylinder set in a long cycling orbit between Earth and Mars. 
The permanent population was less than 10% of residents, with the majority at any given 
time using the station as a long but comfortable means of travel between the two planets. 
The station was halfway on its way to Earth during the Fall, after which nothing has been 
heard from it and no one has returned from it. 


Plot Hook: Density-scans of the station reveal that while synthetic items are virtually 
pristine, biomass has been converted into a heterogeneous tissue evenly coating the interior. 
The leading hypothesis is that a créche infestation (Entry 74) converted all biological life, 
very possibly dating back to the Fall. Firewall will need a team to investigate, as well as 
retrieve information from intact systems. 


Plot Hook: Shortstop's population was annihilated by a TITAN nanoplague that devours 
transhuman brains and cyberbrains, a plague that still waits within. Without a transhuman 
presence the gardens and pets have taken over, creating a new ecology of smart animals 
and modified plants. The orbit of the station is degrading and it will soon fall to Mars. The 
Planetary Consortium will reward handsomely anyone who can avert this. 


Plot Hook: A massive hole was blown in one of the windows and the station's atmosphere 
was lost within seconds. Most of the station is preserved, including automated defenses. 
Even the plants remain, desiccated and leafless but with stems, trunks, and branches 
retaining their forms. A Fall war criminal has hidden himself here, a large bounty will be 
awarded to whomever can kill or capture him. 


156: Cloisters 


Cloisters are engineered plants, designed to filter airborne material and store them in 
tubers. The tubers can then be dug up and fed to fabricators as feedstock. Most of the plants 
are engineered from legumes, with different types of symbiotic bacteria made to sequester 
different chemicals. 


These days there are many varieties of nanotech systems that can do their job better, but 
the plants can still be found in the Jovian Republic and wherever someone decides that an 
ornamental plant might as well do something useful. 


297: Super-Brains 


Fear of their potential power has pushed seed AI development along unusual lines. No one 
can ever be sure that their clever inhibitors and blocks will not be overcome by a 
burgeoning transcendent mind. Limitations must be as inherent and fundamental to its 
nature as possible to be trusted. For this reason a great deal of work is done trying to 
develop the most intransigently inefficient systems possible. 


One of the old standbys, neglected before the Fall but being more thoroughly, if still 
cautiously, explored, is biological super-brains. Compared to the digital, biology has a host 
of disadvantages when it comes to hosting a mind. It requires more space per functional 
unit, has a slower signal, and even needs food. Even with nanomedicine, the volume of brain 
matter that can be sustained is not much larger than a human body. 


As the size of any brain increases, the time required for a signal to go from one end to 
another also increases, limiting its integration with itself. Depending on the brain's 
structure, this results in either a typical conscious mind with greatly expanded 
subconscious functions, or a loose gestalt, with smooth gradients between consciousnesses. 


The only current living example of a super-brain of brain is Jerry, located in a special bunker 
on Luna. Jerry is one of the first kind, an essentially human mind with an immensely 
powerful subconscious. Despite being human-like, Jerry lives a necessarily unusual life. He 
spends the majority of his time asleep, when the signal delays between sections of his brain 
seem to be less important, and he can mull over questions posed to him when awake. In his 
waking hours he spends most of his time browsing the mesh, watching all forms of 
entertainment and eschewing intellectual pursuits. 


Plot Hook: Jerry's handlers are pleased at his lack of ambition and use in giving reasonable 
answers to odd questions, but the project is considered a minor failure nonetheless. To 
make up for budget shortfalls, they have begun hiring out his dreaming to the highest 
bidder. PCs can pay for Jerry to give an answer to any question, although they may not 
understand his answer. 


298: Predator Trance 


An offshoot of preliminary research into the uplifting of cats, a predator trance is the 
induction of a focused, high empathy, low sympathy state. While under a trance, users can 
study potential targets with virtually endless patience, building an understanding of their 
patterns of behavior and thought. This focus and study gives a small but significant edge in 
altercations. Users become disconcerting during the trance, not bothering to hide their 
intent from anyone other than their target. 


The effectiveness of a trance depends partially on how similar the target is to the user. The 
more similar the target, the more accurate a mental model can be built. As a general rule 
humans, human-like AGIs and neo-hominids are compatible, but neo-avians, octopuses and 
neo-cetaceans are compatible only with others of the same kind. 


Mechanics 
A predator node is bioware [High] 


When activated, a predator trance eliminates negative situational modifiers from 
distraction, increases kinesics against studied targets by +10, and attacks against studied 
targets by +10. 


299: Planetary Convention 


Immortality and compound interest are a powerful combination. Wealth and power has 
always beget wealth and power, and immortality allowed a select few to take advantage of 
this process as never before. This was the birth of the hyperelite, those whose wealth 
represented a significant fraction of the global economy, and seemed to own a part of every 
business and political body. 


The Fall shattered this system just as it did to everything else, yet the hyperelite were not 
destroyed. Many of the hyperelite were already on Luna or Mars, where they could live as 
they liked, removed from Earth's laws, traditions, and taxes. Those on Earth were able to 
evacuate as they pleased, buying spaceports and farcasting facilities if necessary. The only 
hyperelite who died on Earth were those who were simply too stubborn to consider leaving. 


Earth and all its institutions were dead. The hyperelite lost less than most, but their position 
was threatened. They had, however, funded or owned much of the colonization projects of 
Luna and Mars, giving them easy access to power in those places. In the traumatized post- 
Fall atmosphere gaining influence was not difficult, although many hyperelite still shied 
away from positions of formal power. As the situation stabilized, a number of conversations 
occurred that would lead to the creation of the Convention. 


The Convention is not a government, but a treaty, establishing an economic zone of free 
trade, expansive property rights, and strict intellectual property laws, as well as a system of 
courts to adjudicate on matters falling under the treaty. The Convention courts have the 
authority to overrule local governments that contradict the treaty, although that has not 
actually happened, as hyperelite backers 


Hyperelite control over Convention members is strong, but obscured. Power is exercised 
mostly through ownership of great conglomerate companies, who in total own or have 
some part in every substantial piece of economic activity. Make no mistake, however, their 
political power is secondary but still substantial. 

Notes: The Planetary Convention is an alternative to the Planetary Consortium, replacing 
the hypercorps with ancient hyperelite gerentocrats. 


300: Peace is Everyone s Responsibility 


Peace is Everyone's Responsibility is one of the Planetary Consortium's largest charities, 
known for the large amounts of funding it receives from the hyperelite. It focuses on social 
influence and control with the goal of maintaining the status quo under the guise of peace- 
keeping. 


The bulk of the organizations efforts are focused on memetic engineering. The value of 
stability and order are emphasized, as are the risks of change and social progress. Problems 
among the autonomists are stressed, and problems among the Consortium downplayed. 


One of their most successful program has been their introduction of sousveillance. Of course 
the hyperelite are not actually in favor of sousveillance; the program encourages citizens to 
inform on each other. This has been source of friction with the Planetary Consortium, who 
do not like busybodies "helping" local law enforcement. 


Plot Hook: Occasionally the charity takes direct action. The PCs are hired to infiltrate an 
anarchist sympathy group and wipe their files. 


301: Exile 


Transhumanity may seem spoiled for choice when it comes to criminal justice, with the 
innovations such as psychosurgery, minders, and freemen, but ethics and politics 
complicates most situations. 


Psychosurgery can alter many of the traits that lead to criminal behavior, and while many 
justice systems allow for voluntary treatment as a form of rehabilitation, involuntary editing 
is an intense taboo. Post-singularity technology makes secure physical imprisonment 
difficult, and on most habitats it is seen as a waste of resources anyway. Egos could be 
paused and stored as a form of imprisonment, but this seems like dodging the issue by 
palming off to an unknown future. 


The most used forms of punishment are restitution requirements for resleeving and/or 
material damage, and exile. Societies that use this option don't make many friends, however, 
and so some of the groups fond of that option have created Exile. 


Exile is a simulspace server in an isolated main-belt orbit. Those whose societies no longer 
want them, and would otherwise have only debt, imprisonment, or editing to choose from, 
can volunteer to be uploaded there in lieu of other punishments. Each prisoner is given a 
portion of Exile's processing cycles and loaded into a simulspace under their sole control, 
sufficient for satisfying realism. Prisoners can link their simulations to socialize, try create 
their perfect life, or request therapy and/or psychosurgery for rehabilitation and eventual 
release. 


302: Boomfruil 


At some point in time, someone attempted to grow explosive fruit. Perhaps they imagined 
an orchard of grenades, tuber minefield, or simply a cheap source of explosives. The 
remnants of the project, and its greatest apparent success are the boomfruit. 


Boomfruit are not very dangerous, and it would take real creativity to kill someone with one. 
They are essentially large tomatoes designed to produce nitroglycerin in addition to its 
normal juices. A typical boomfruit contains just enough to pop dramatically on any hard 
impact. They are popular at protests, concerts, and public appearances, but most security 
will have been specifically trained to look out for them. 


503: Timey-Wimey 

Timey-Wimey is a chemical drug designed to interfere with a users sense of time. While on 
the drug, users have no direct sense of time passing, and can only guess based on external 
cues. For this reason, they can easily find themselves entranced by any rhythmic, looping 
patterns, often stopping to stare until the drug runs its course. 


There have been experiments using the drug as a short-term version of déja vu (Entry 25), 
but without success, as the drug destroys the focus of its users. 


Mechanics 
Timey-Wimey is a chemical drug [Low] 


Type: Chem Application: O Duration: 6 hours Addiction Modifier: - Addiction 
Type:Mental 


30L: Crash 


The obsession of many racers, gamers, griefers and pyromaniacs, Crash is an unreal world 
designed for impossible stunts, sports and spectacles. 


The physics of Crash are essentially realistic, but adjusted. Explosions are easily caused and 
overly dramatic, everything is brighter, colors are over-saturated, and everything is capable 
of going faster and jumping farther than would actually be possible, and there are many 
other tweaks. 


Crash has official systems to support races, duels, and battles, as well as many vehicle 
and/or weapon based sports, such as truck-rugby, sniper-chess and mortar-tag. A majority 
of the activity, however, has always been unstructured. Players are fond of exploring, 
arranging elaborate pranks, creating and then destroying grand pieces of architecture, and 
playing their own improvised games. 


305: Engorged-With-Wealth 


Engorged-with-Wealth is the one of oldest residents of Ceres, and certainly the oldest neo- 
cetacean. He predates the rise of the Hidden Concern, running the protection racket as he 
did decades ago. Relations between Engorged and the Hidden Concern are cold and 
professional, with the latter tolerating the business and territory of the former in exchange 
for a percentage. 


His primary means of enforcing payment is by threat of being devoured. His digestive 
system has been substantially retrofitted, with BTX2-laced saliva and a powerfully muscular 
stomach capable of rapidly flooding itself with acid, in imitation of crocodiles. Any 
biomorph can be swallowed whole, with cybernetics and stacks simply regurgitated and all 
else dissolved. His gaping mouth suddenly engulfing them out of the darkness is the last 
thing many defaulters have seen. 


Engorged also has a cult following as a singer. While traveling from settlement to settlement 
collecting payments he also almost constantly singing, improvising long, deep dirges that 
remind many of gregorian chant. 


Mechanics 

Morph: Neo-Whale 

Motivation: +Wealth +Survival -Law and Order 

COG 15 COO 20 INT 20 REF 20 SAV 15 SOM 25 WIL 15 

MOX - INIT 9 SPD 1 LUC 30 TT 6 IR 60 DUR 100 WT 20 DR 150 

Active Skills: Deception 45, Fray 75, Infiltration 83, Intimidation 78, Networking: 
Autonomists 45, Networking: Criminals 68, Palming 50, Perception 60, Scrounging 40, 
Swimming 90, Unarmed Combat 85 

Knowledge Skills: Academics: Genetics 50, Academics: Psychology 50, Art: Singing 50, 
Interest: Criminal Groups 50, Interest: Music 60, Interest: Music 60, Interest: Rumors 60, 
Interest: Uplift Clades 60, Language: English (Native) 90, Profession: Loan Shark 50 

Ego Traits: Anomalous Mind, Heightened Instinct, Social Stigma 

Reputation: g-rep 75 

Implants: Basic Biomods, Basic Mesh Inserts, Cortical Stack, Crocodile Stomach (treat as 
Digestive Symbiotes), Drug Gland (BTX2), Echolocation, Enhanced Hearing, Enhanced 
Smell, Gill, Hydrostatic Pressure Adaptation, Temperature Tolerance (Improved Cold), 
Toxin Filters 
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Skin-Suits 251 Engorged-Wealth 305 Engineers Womb 119 
Smart Camouflage 067 Hellsquid 053 Feedback Cortex 017 
Art A Plan for Ceres 229 Introspect. Cortex 204 
Agonizing Art 189 Characters Medusa-Locks 205 
Bonsai 262 Anomaly 239 Metabolic Cham. 057 
Dermalichen 105 Darwin Nosek 158 Packnet 176 
Eden 009 Engorged-Wealth 305 Public Access Mem 264 
Enclosure Contest 212 EXS Tannhauser 294 Seeing-Eye Balls 144 
Gut Macrofauna 052 Gloria de la Poer 087 Subject. Run Time 033 
Origami 145 Grandfather Wang 113 Third Hemisphere 002 
Remnant Gardens 280 J.0.E. 078 Derangements 
Autonomist Alliance Dr. Lucy Michaels 184 Phantom Morph 255 
All-Thing 003 Mr./Mrs. Schmidt 164 Trauma Fatigue 234 
Consensus Soc. 049 Manoel & Mother 172 Drugs 
Democracy 104 Myrmidon 061 Assassins 188 
Sleepers 182 Niamh Griffin 209 Blood Capsules 207 
Smart Constitut. 066 Ntwadumela 131 Bubblewrap 198 
Stoking Firebrands183 Const. Reginald 221 Eye of the Behold 170 
Biomorphs Sato 195 Kaiju Therapy 190 
Livestock 142 Tom 274 Knockout 169 
Metamorph 088 Yutani Nu 091 Lemonberries 226 
Neo-Canines 141 Children Manoel & Mother 172 
Neotenic Elephant 077 Babysitter 273 Medicinal Probio. 148 
Smalls 192 Precociousness Pr 092 Mute 213 
Whistling Spider 001 Soc. for Prev. Child 286 Nostalgia 199 
Bioware Tom 274 Rise and Shine 290 
Berserkergang 006 Cold War Tipsyl 167 
Bioluminescence 019 Multi-Soldiers 196 Timey Wimey 303 
Dermalichen 105 Security Ecologist 185 Training Under 168 


Eudaimonia Gland 059 Sleepers 182 Earth 


The Village 112 
Entertainment 
Bespoke Dreams 244 
Candy/Toys 129 
Catopia 281 
The Colosseum 116 
Direct-to-Memory 117 
The Equator Run 247 
Get a Life! 238 
Ites 258 
Monster Bash 256 
Mutamons 173 
The Olympic(s) 227 
Orbits 241 
Runoff 268 
Statistical Contests 242 
Storytellers 177 
Exhuman 
Braids 126 
Exhuman Perspec. 150 
Fork Hive 024 
Fork Selection 037 
Human Uplift Proj. 222 
Motivation Trap 139 
Myrmidon 061 
Neo-Canines 141 
The Philosophers 257 
Portia Fragments 161 
Sensates 271 
Universal Tissue 031 
Whistling Spider 001 
Exoplanet 
Carnifruit 275 
Chimera 097 
Geode 217 
God’s Acre 174 
Solemn Initiative 249 
Tartarus 046 
Exoskeleton 
Endomorphs 266 
Frames 132 
Octosuit 109 
Exsurgent 
Collectors 287 
Créche-Wolf 075 
Forget-Me-Not 279 
Shrikes 285 
Exsurgent Strains 
Carcossa 153 
Créche 074 


Driver Failure 127 
Fray 115 
Reduction 011 
Virtue Plague 203 
Extropia 
Consensus Soc. 049 
Everlasting Rats 050 
Events 
The Equator Run 247 
The Olympic(s) 227 
Fashion 
Cyber. Jewelry 284 
Medusa-Locks 205 
Mementos 277 
Patches 178 
Ferals 
Everlasting Rats 050 
Firewall 
Silhouettes 232 
Food 
Boomfruit 302 
Fabre’s Fab. Flavor 138 
Frute 008 
Livestock 142 
Pod Feed 248 
Radium Wine 206 
Savorynges 187 
Sustenance Spores 080 
Food 
Butterfly Parlor 064 
Candy/Toys 129 
Carnifruit 275 
Choconuts 225 
Cultures 089 
Fruit 224 
Lemonberries 226 
Moon Worms 068 
Runoff 268 
Survivor’s Yeast 267 
Terrabrew 128 
Forking 
Braids 126 
Animalware Cyb. 179 
Evolved Interrog 096 
Fork Hives 024 
Fork Selection 037 
Multi-Soldiers 196 


Statistical Contests 242 


Gatecrashing 
Tartarus 


046 


Gear 
Ablative Beetles 
Atlatl 
Auto-Bombs 
Cluster Missiles 
Compound Bow 
Cyber. Jewelry 
Dart Guns 
Erosion Gun 
Frames 
HARM Suit 
Kinetics in Vac. 
Long-Guns 
Magnetar 
Mars Wagon 
Metabolic Cham. 


278 
108 
155 
163 
010 
284 
134 
069 
132 
062 
125 
146 
228 
272 
057 


Name Brand Weap 245 


Name Brand W 2 

Name Brand W 3 

Pulse Gun 

Ref. Seeker Def. 

Seeker Box 

Sensor Grenades 

Skin-Suits 

Skyn 

Smart Camouflage 

Smart Seekers 

Supercav. Rounds 

Swarm Gun 

Tentaball 

Ticklers 
Government 

All-Thing 

Consensus Soc. 

Democracy 

The Gestalt Albia 

Sin Eater 

Smart Constitut. 
Group 

Interstellar Club 
House Rules 

Acquisitions 
Hyperelite 

Darwin Nosek 

Gloria de la Poer 

Niamh Griffin 
Jovian Republic 

Jovian Union 
Languages 

Binary Chatter 


253 
265 
289 
152 
036 
079 
251 
103 
067 
154 
200 
029 
101 
215 


003 
049 
104 
151 
261 
066 


032 
191 
158 
087 
209 
120 


051 


Soc. of the Words 026 


Locations 
Architect Ants 288 
Bad Can 295 


Floating World 260 
Francesca’s Wine 208 


Fruit 224 
Geode 217 
The Gestalt Albia 151 
God’s Acre 174 


Guns of Tharsis 135 

The Monasteries 211 

Olympus Asylum 162 

Tall Woods Mars 219 

The Village 112 
Mars 

The Equator Run 247 

Guns of Tharsis 135 

Terracotta War. 236 
Martial Art 

Domestic. Limb 039 

Methods of Steel 038 

Systema Zero 040 
Media 

Bespoke Dreams 244 


Crusoe 028 

Hyp. Handbooks 016 

Storytellers 177 
Mercurials 

Mercurial Perspec. 180 
Mental Augmentations 


Animalware Cyb. 179 
Anthropomorph. 133 
Daemons 214 
Déja Vu 025 
Designer Synesth. 231 
Designer Qualia 292 
Eudaimonia Gland 059 
Feedback Cortex 017 
Fork Hives 024 
Human Uplift Proj. 222 
Introspect. Cortex 204 
Multi-Soldiers 196 
Packnet 176 
Plasticity Treat. 027 
Public Access Mem 264 
Temper Switch 047 
Third Hemisphere 002 
Microcorp 
Frute 008 


Mysteries 
Bad Can 295 
Numbers Stations 233 
Nanoswarm 
ColonialSwarms 106 
Dirt™ 084 
Glutton Mites 099 
Police Fog 149 
Survites 055 
Nanoseeds 085 
Nanotoxin 
Bone Mites 107 
Lycanthropy 030 
Pearls 237 
Organizations 


The Immortals 130 
Kunthea Int. Fund 235 
Peace is Everyone 300 
Soc. for Prev. Child 286 


X-Prize 270 
Pathogens 

Bloat 100 
Perspectives 


Exhuman Perspec. 150 

Mercurial Perspec. 180 

Sing. Seeker Pers. 210 
Pets 

Birds withEyes 121 

Coiled Canines 110 


Mantises 114 

Microraptors 094 

Portias 123 
Petals 

Assassins 188 

Kaiju Therapy 190 
Pharming 

Manoel & Mother 172 

Pearls 237 


Planetary Consortium 
Peace is Everyone 300 
Planetary Conv. 299 


Sleepers 182 

Stoking Firebrands183 
Plants 

Cloisters 296 
Pods 

Dromaeosauridae 102 

Grafted 175 

Jerrys 243 

Pod Feed 248 


Profession 
AI Therapist 
Evolutionary Insp. 
Security-Ecologist 

Psychosurgery 
Anthropomorph. 
Bespoke Dreams 
Born Again 
Braids 
Déja Vu 
Designer Synesth. 
Designer Qualia 
Direct-to-Memory 
Disbelief 
Dissonance Ther. 
Dream Logic 
Evolved Interrog 
Feedback Cortex 
Fork Hives 
Fork Selection 
The Gestalt Albia 
Get a Life! 
Human Uplift Proj. 
Instinct Sets 
Moochers 
Phantom Morph 
Portia Fragments 
Portia Hobbling 
Predator Trance 
Predictive Profiles 
Programmed Iden. 
Sin Eater 
Soc. of the Words 
Subject. Run Time 
Tasping 
Trauma Fatigue 
Zombies 

Religion 
Born Again 

Robot 
Aquila 
Architect Ants 
Auto-Bombs 
Biots 
Brownies 
Centaur 
Cyclopses 
Dogbots 
Emer-gen-C Bot 
Gullet Worm 


254 
223 
185 


133 
244 
166 
126 
025 
231 
292 
117 
259 
065 
041 
096 
017 
024 
037 
151 
238 
222 
071 
293 
255 
161 
122 
298 
073 
048 
261 
026 
033 
140 
234 
082 


166 


022 
289 
155 
250 
093 
023 
282 
181 
218 
056 


Medicrab 
Octodoc 
Sappers 
Seeing-Eye Balls 
Terracotta War. 
Ticklers 
Trilobite 
Waldos 

Scum 


044 
045 
070 
144 
236 
215 
111 
157 


Grandfather Wang 113 


Security 


Security Ecologist 185 


Setting Alternative 
Jovian Union 


Kessler Syndrome 


Planetary Conv. 
Ship 

EXS Tannhauser 
Simulspace 

The Agogé 

All-Thing 

Catopia 

The Colosseum 

Contingency Sim. 

Crash 

Crusoe 

The Dream 


120 
202 
299 


294 


090 
003 
281 
116 
276 
304 
028 
147 


Earth Rec Therapy 076 


Eden 

Evolved Interrog 
Evolution Box 
Exile 

Get a Life! 
Lamarckia 
Monster Bash 


009 
096 
186 
301 
238 
216 
256 


Statistical Contests 242 


Tipsyl 

Toppled Towers 

The War 
Singularity Seekers 


167 
137 
060 


Coiled Canines 110 
Compulsion Goad 004 
Dragon Flies 263 
Dogbots 181 
Eusocial Monk But 081 
Everlasting Rats 050 
Hellsquid 053 
Hulderhund 143 
Mantises 114 
Microraptors 094 
Monster Bash 256 
Packnet 176 
Portias 123 
Rage and Terror 160 
Shepherds 124 
Smarts 020 
Terror Birds, Mars 005 
Zeroes 058 
Society 
Posthuman Rel. 269 
Software 
Accompaniment 118 
Storytellers 177 
Solemn 
Biots 250 
Skin-Suits 251 
Solemn’s Seeds 252 
Symbiote 
Ablative Beetles 278 
Dermalichen 105 
Famine Worm 012 
Gut Macrofauna 052 
Knitting Spores 201 
Sensites 035 
Synthmorph 
Endomorphs 266 
Methods of Steel 038 
Neumann 034 
Regalia 015 
Thoughts 


Portia Fragments 161 
Sing. Seeker Pers. 210 


Smart Animals 


Animalware Cyb. 179 
Asshole Geese 291 


Basilisks 220 
Bearcats 007 
Birds with Eyes 121 
Catopia 281 


Cheshire 013 


Exhuman Perspec. 
Mercurial Perspec. 
Life w/ Enh. Hear 
Motivation Traps 
A Plan for Ceres 
Post-Sing. Signage 
Sing. Seeker Pers. 
Solemn Initiative 
Strat. and Spec. 


TITAN Threats 


150 
180 
193 
139 
229 
194 
210 
249 
197 


Basilisk Weeds 
Cyclopses 
Limpets 
Rage and Terror 
Tall-Dogs 
Wisps 
Traits 
Trauma Fatigue 
Toxins 
Hyper-Allergens 
Vitiate 
Toys 
Candy/Toys 
Ites 
TQZ Threats 
Accretion 
Blood Coral 
Cyclopses 
Static Wind 
Ultimates 
The Agogé 
Yutani Nu 
Uplifts 
Domestic. Limb 
Engorged-Wealth 
Neo-Canines 


Neotenic Elephant 


Vehicle 
Gliders 
Guns of Tharsis 
Mars Wagon 
Octosuit 
Weapon 
Atlatl 
Autocannons 
Auto-Bombs 
Cluster Missiles 
Compound Bow 
Dart Guns 
Erosion Gun 


159 
282 
156 
160 
165 
283 


234 


230 
098 


129 
258 


246 
083 
282 
093 


090 
091 


039 
305 
141 
077 


136 
135 
272 
109 


108 
021 
155 
163 
010 
134 
069 


Glutton Mites 099 
Kinetics in Vac. 125 


Lemonberries 226 
Long-Guns 146 
Magnetar 228 


Name Brand Weap 245 
Name BrandW2 253 
Name Brand W3 265 
Pulse Gun 289 
Seeker Box 036 


Sensor Grenades 
Smart Seekers 
Supercav. Rounds 
Swarm Gun 
Tentaball 
Ticklers 

Wild Artificials 
Architect Ants 
Colonial Swarms 


079 
154 
200 
029 
101 
215 


288 
106 


